Alter Ego 


NE po À 


JI 


Hiter Ego 


Alter Ego 
Huatars and 
Their creators 


Introduction 
Julian bbell 


Four years ago, I sat down at a computer, clicked a few buttons, 
filled out a text box or two, and in a few short minutes created 
something it takes the most accomplished novelists years to 
produce: a fictional character with a life of its own. The life in 
question, as rich with possible directions and desires as any 
Shakespeare protagonist's, began unfolding within moments. 
His name was Alhinud, and he emerged into the verdant, 
perilous realm of Sosaria a grown man, moderately talented 
in blacksmithing and magic but with ample room for 
improvement in these and other skills much prized among the 
Sosarians. For the next two years I led him into wildernesses, 
intrigues, bold commercial enterprises, and other adventures 
typical of the densely populated social spaces known as 
‘massively multiplayer online games’, or ‘MMOs’. And 
Alhinud, in turn, led me places I had scarcely imagined in 
the moment I invented him: into realms of obsession and 
aspiration it seems both absurd and, increasingly nowadays, 
inevitable to come upon in a computer game. 


Alhinud was what we sometimes call an ‘avatar’ — 

a Sanskrit word originally referring to the visible forms 
adopted by Hindu gods to represent themselves in this, our 
lesser, mortal world. Online culture nicked the term to name 
the digital forms that represent us in virtual worlds, and if 
it gives us godlike feelings of control to inhabit them, that's 
not to say were any more immune to the seductions of these 
worlds than the ancient gods of myth were ever safe from 
ours. We fall in love there. We lust for power and for wealth. 
We seek adventure and escape from the tedium of our more 
enduring, realer lives. We say they're only games, these little 
worlds, but often we end up devoting more time to them 
than to any other realm of our existence, until it starts to 
make less sense to think of our avatars as fictional characters 
than as second selves. 

There are 10 million of us, give or take. That's about the 
number of people with active accounts in MMOs, a population 
that circles the globe, thriving not only in North America 
and Europe but also, and especially, in East Asia. Games like 
the Tolkienesque EverQuest, the science-fictional Star Wars 
Galaxies, and the comic-book City of Heroes boast subscriber 
bases in the hundreds of thousands. The genre giant World of 
Warcraft has 7 million players, $1 billion in annual revenues, 
and co-branding deals with Coca-Cola China. 

But the numbers only hint at the fierce magnetic forces 
that draw all those players to their games. As I did with 
Alhinud, each player starts with a modestly talented avatar 
and seeks to build up skill points by taking on increasingly 
difficult challenges - slaying a fearsome demon, finding 
a well-hidden treasure - in a rhythm of failure and 
achievement whose seductive pleasures the problem-solving 
human brain is ill-designed to resist. As the complexity 
of the challenges mounts, the player must more and more 
rely on the collaboration of other players, entering certain 
dungeons, for instance, only in groups of five, ten, or even 
forty at a time. At the highest levels of difficulty, players 
have essentially no choice but to band together in the 
intense fraternities known as guilds, developing an almost 
familial sense of obligation to show up for nightly dungeon 
raids and other battles of sometimes epic duration. 

But other ties that bind players to their avatars arent 
quite so personal. Virtual worlds have their own economies 
- in-game markets in the weapons, armour, and other 
items that help an avatar get ahead — and increasingly those 
economies spill over into the ‘real’ ones. Players impatient 
with the grinding round of tasks required to attain the 
virtual gold coins or other fantasy currencies required to 
acquire the rarest of these items will frequently go to eBay 


instead to find players willing to accept dollars, euros, 

or pounds sterling in trade. Some players call this cheating, 
but at least as many participate in the practice, known as 
real-money trading, or ‘RMT’. With worldwide annual sales 
for the RMT’ business as a whole approaching $1 billion, 
the avatars of many players are now not only a source of 
entertainment but a source of income. 

The ‘gold farmers’ of China, for instance, spend their 
long, arduous days gathering virtual money and other loot 
for their employers, running their avatars through the 
grind of popular MMOs for 25 cents an hour, twelve hours 
a day, seven days a week, in regimented settings that by 
Western definitions can only be called sweatshops. But not 
all tales from the virtual-economic frontier are so grim. 
There is, for instance, the woman who goes by the name 
Anshe Chung in the game Second Life, who makes a million 
dollars a year or more buying virtual real estate within 
the game, developing it for virtual housing, then reselling 
or leasing it at an awe-inspiring profit. And there is the 
unusually open-ended Second Life itself, lately to be found 
on every newspapers business page as the hot new venue 
for online marketing of major real-world brands - but 
far more interesting as a place where individual players, 
given access to a virtual toolset that lets them design 
and manufacture almost any sort of in-game object they 
can imagine, are doing a brisk daily trade of half a million 
dollars’ worth of their own custom-crafted brands. 

Some would argue from all this evidence that the long- 
envisioned ‘metaverse of science fiction is fast approaching: 
a universal 3D interface for the networked world. A loopy 
parallel universe that will shadow and in time consume the 
world we live in now, the metaverse will be our workplace, 
our shopping mall, our real life embraced and extended, 
no longer any kind of game at all. For many this vision is 
a utopian one, an invitation to re-create reality as a place 
imbued with all the freedom and flow of the digital medium 
itself. But just as many see dystopia, finding echoes here of 
every spine-tingling postmodern prophecy of simulations 
triumph over the real, from Jean Baudrillard's enshrinement 
of Disneyland as the governing core of contemporary culture 
to the Wachowski brothers’ garish nightmares of the 
simulated life in The Matrix and its sequels. 

Which side to believe? The truest answer, perhaps, 
is neither, and as you make your way through the portraits 
Robbie Cooper has assembled in this book, you'll soon see 
why. Look for any single theme to which the varied images 
and attitudes on display here might be reduced, and you will 
look in vain. These photos, and the words that frame them, 


tell us quite a bit about the emerging relationships between 
real people and virtual realities, but very little of what they 
have to say is final. On one hand, for instance, the abundance 
of powerful, beautiful avatars posed next to glamour- 
challenged, suburban nobodies seems to argue the proposition 
that we fly to virtual worlds as a departure from quotidian 
reality; yet just as striking is the number of avatars shaped 
to look precisely like the people who play them, suggesting 
just as forcefully that virtual worlds are better understood 

as an extension of reality and no escape from it at all. 

The contradictions spill out with every turn of the page. 
Here is a young American woman with her prosaic Second 
Life avatar and her conviction that virtual worlds can be a 
powerful force for world peace; there is a flashy Korean with 
his even flashier Lineage II character, the leader of a ‘blood 
pledge’ of thousands and commander in a never-ending 
online war that seems to occupy his every free moment. Here 
is every stereotype you might expect to find in a portrait 
of online gaming culture: the overweight nerds, the hopeless 
shut-ins. But here too you'll find the stereotypes turned 
upside down and shaken out. Here are streetwise urban blacks 
and latinos; celebrities and overachievers; working moms 
and ex-strippers. All of them gamers, strictly speaking, 
but all of them, collectively, much too diverse a population 
to construct any sort of common, gamer' identity upon. 

Yet in the end of course, the construction of identities 
is precisely what they do all have in common - and is the 
single, unifying feature Cooper documents in all these 
photos. There's something almost nostalgic, frankly, in the 
unity of Cooper's focus, for it's been a while since anyone 
paid quite so much attention to the question of identity 
and online life. Once upon a time, no public conversation 
about the meaning of the digital could escape the topic, but 
it appears we've gotten over our initial fascinations with 
cyberspace as a field of identity play. The more enmeshed 
in the everyday the online experience becomes, the less 
exciting — and the more deluded - it seems to think of 
yourself as someone else when youre online. And the more 
our attention gravitates toward the tawdrier aspects of 
identity slippage (the MySpace pedophiles masquerading 
as teenagers, and so forth) the less we feel inclined to 
celebrate the play involved. 

But play it is. And what this gallery of portraits suggests 
ultimately, is a smarter, richer way to think about that play. 
Its not an easy suggestion to follow, certainly, for ours is not 
a culture that has ever encouraged its participants to think 
about play at all, let alone subtly — an especially unfortunate 
weakness in a culture that is just now being forced, by 


, 


computers and networks, to start taking games seriously. 
The tendency, alas, is to try to take games seriously either 
by denying that they're games at all (a refrain heard with 
particularly depressing regularity among the most educated 
enthusiasts of virtual worlds) or by isolating what is serious 
in them from what is playful. Yet, in the words of Johan 
Huizinga, the author of Homo Ludens and the subtlest thinker 
about play our culture has yet produced, ‘Play cannot be 
denied. You can deny, if you like, nearly all abstractions: 
justice, beauty, truth, goodness, mind, God. You can deny 
seriousness, but not play. 

I like to think I spent too much time chasing Alhinud 
through the wilds of Sosaria to ever make the mistake of 
denying play. But I'm glad to know Huizinga’s stark, bracing 
words are no longer the only sure-fire way to snap myself 
out of the foggy thinking that can lead to that mistake: 
we ve got Robbie Coopers photographs now, too. Pictures 
of the online self as neither an escape from the offline self 
nor just a mirror of it. Portraits of the avatar as partner, 
tool, fantasy, business suit, but always, irreducibly, at play. 
Always flickering between what's real and what isnt. 

It is always just a little bit pretend, the avatar, and 
even when it’s being used to teach men the grim business 
of killing, this is its unbeatable charm: the charm of the 
miniature, of the looking-glass world, of the doll's house. 
This is its energy, visible in these portraits of people and 
the second selves that are their digital dolls. An energy 
that draws 48-year-old truck drivers, hustling rappers, 
transgendered Korean movie stars, and cannot be denied. 
These are pictures of something deeper and more interesting 
than our existing understandings of online identity have 
yet managed to grasp. Between the utopian and the ‘realist’ 
notions of online identity lies something both less liberating 
and less oppressive, both more social and more playful, and 
ultimately as real as it gets. 


Name: Richard A. Bartle 

Born: 1960 

Occupation: Academic / Game design consultant 
Location: Colchester, UK 

Average hours per week in-game: Not relevant 
Avatar name: Richard the Arch-Wizard 

Avatar created: 1978 

Game played: MUD2 

Server name: Mudii.co.uk 


Character type: Arch-wizard 
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I knew as soon as we started work on MUD that we had something special. I could 
foresee a time when millions of people would play these games. I get wheeled 
out as the grandfather of virtual worlds because MUD1 sprouted and grew, and 
produced seeds of its own. Some of those also grew and also produced their own 
seeds, and so it carried on, each generation adding to the concept in new ways. 
World of Warcraft was a seed of EverQuest, which was a seed of DikuMUD, which 
was a seed of AberMUD, which was a seed of MUD1. MUD1 isn't a seed of 
anything, which is why I get the 'grandfather title. 

In MUD, we didn't have ‘avatars’. When a player looked at my character 
in the game, all they saw was the text of my name, my level title, and what I was 
doing. But time has moved on. Graphical worlds are becoming more and more 
diverse as it becomes easier and easier to create them. I'd like to see a World 
Wide Web of worlds, where people have their own personal virtual spaces in the 
same way they have their own websites. Beyond that, who knows? Providing 
real-world governments don't regulate them to oblivion, I feel that we could 
change the way society works. For millennia, humanity has wanted to be free, 
but the realities of reality have always got in the way. Within virtual worlds we 
have the chance to fulfil the ideal of freedom. Virtual worlds are a force for good. 
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Name: Aurélien Capdecomme (left) 
Born: 1983 

Occupation: IT for national education 
Location: Toulouse, France 

Average hours per week in-game: 15 
Avatar name: Velkan 

Avatar created: 2005 


Game played: City of Heroes 


In City of Heroes and in real life we like to have fun with our friends. Our 
characters are a couple, as are we. We sometimes play separately but it’s very 


rare. We have separate game accounts so that we can play as a team. 

We have been guild leaders since the opening of the European City of 
Heroes servers, and have a group of companions with whom we play regularly. 
We have even met some of them and they have become friends in real life. 

So the City of Heroes universe has an important role in our lives. We have 
witnessed its evolution through the difficult patches and have remained loyal. 
The Fantastic Legends guild now holds 70 heroes. I would never have dreamt 
we would attain these heights when I first started it. 

Clelia and Velkan, without the superpowers, aren't so different from 
those holding the mouse. They enjoy life and laughter. Our City of Heroes moments 
are moments of release that allow us to escape long enough to complete a few 
missions. Because of his mask, Velkan is often subjected to the mockery of his 
comrades, who point out that he looks like a fish. He also has a complex about 
his tights, which are too tight! Clelia is nicknamed the ‘pompom girl’ because 
of her powers. The energy released from her fists covers them in a halo of light, 
making them look like pompoms. 


Andreas Fischer 


Name: Andreas Fischer 
Born: 1980 
Occupation: Designer 


Location: Vienna, Austria 


Average hours per week in-game: 17 


Avatar name: Zero Cold 
Avatar created: 2005 


Game played: City of Heroes 
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Iam married to a beautiful girl and am the proud father of two sons. Family 
is very important in my life, and my wife and I play City of Heroes together. We 
have a lot of fun. 

I design web pages and like to create a good atmosphere for all gamers 
out there. At the moment I am working on The Archive, the biggest City of 
Heroes players' database in the world. I am a gamer with more ambition than 
just to get-the-highest-level-in-the-shortest-time. That is very important for 
me. My character Zero Cold was the leader of a supergroup named Justice Corp., 
or JC, all proudly fighting for justice in the world. Zero Cold was their mentor, 
their friend, and their father-figure. JC had about 30 members. But that was 


a long time ago. Now, a year and half later, Zero Cold has left JC, and is in a new 
group, Team Xtreme. We had a powerful start in the community and are members 
of the Fansite Alliance. At the present time we have six members but every day 
more heroes want to join us. We know everything about our members. The team 
is a provocative supergroup - with a few comedians. We'e here to have fun 
rather than to fight for justice in that American style. Not at all. Team Xtreme. 
Fell the Xtreme! | i 


Lucas Show 


Name: Lucas Shaw 

Born: 1985 

Occupation: Student 

Location: Texas, USA 

Average hours per week in-game: 55 
Avatar name: Gaenank 

Avatar created: 2003 

Game played: EverQuest 


Server name: Povar 


Character type: Barbarian berserker 


Character level: 55 


Special abilities: Dual wield 


I play a tank. I shield the casters and deal out the damage to the MOBs. The 
guild I belong to is one of the most famous in EverQuest, where its top players 
are pushing the boundaries of what's possible in the game. I’m a fighter. My 
job is to protect the weaker classes and kill monsters. What I'd like is to be 
able to keep pace with the best players, but no matter how hard I try, I never 
seem to catch them up. Relative to them, I'm just not moving. For a while I'd 
be playing up to 12 hours a day to try and get into the top ranks. It's not really 
about winning - you can't win EverQuest, there's no end to it, that's why it's 
called EverQuest — and although you might get to the top or near it, you'd have 
to maintain it. I just wanted to win respect from people in the game, to be 
somebody in the EverQuest world. But it cost me. Everything else in my life 
started to suffer — my social life, my schoolwork, even my health. 

You can actually order pizza from within the game. Time goes by and 
you don't really have that much handle on what's been going on outside the 
game world. You can't go on for too long like that. I’m getting control of things 
now. I've cut right back on it. I just try and keep things in perspective. 


Name: DaVe Wanner 

Born: 1990 

Occupation: Warehouse worker 

Location: Kissing, Germany 

Average hours per week in-game: 35 

Avatar name: Horror Priest 

Avatar created: 2006 

Game played: Guild Wars Factions 

Character type: Ritualist / Elementary magician 
Character level: 20 


Special abilities: Mental crack / tear / rift, Deep-freezing 


Tm into death metal and heavy metal. I guess I’m into dark things. I used to be 
a satanic priest, but now I've got a girlfriend. She wasn't keen on it, so I stopped. 
The group I belonged to used to meet up at night and perform satanic rituals. 

It was getting pretty boring anyway, to be honest. My online character reflects 
those interests, I think. When I play, I’m not very social, I just want to play the 
game, get on with it. So mostly I play with computer-controlled helpers. That 
way you don’t have to form alliances or get involved with guilds or any of that 
stuff. I like playing the game but I’m not obsessed with it. Life can be pretty 
boring round here. I work in a factory. I guess we're always looking for 
something to do. 
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Name: Lui Da 
Born: 1989 
Occupation: Power leveller 


Location: Jinhua, Zhejiang Province, China 


Average hours per week in-game: 80 


Avatar name: Not given 


Game played: World of Warcraft 
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I work 12-hour shifts at a game farm, usually levelling up other people’s 
characters. But you have to play for so long - your eyes hurt, your wrists hurt 
and the money isn't very good. Foreign gamers are very hostile to us. We often 
help them but they curse at us, spit on us. We aren't the ones who're cheating. 
We aren't using bots — we earn our levels. It's part of the game, the game is like 
that. It's very complicated. Right now I only earn 900 RMB a month ($110). 
It's what I have to do to get by. 

After work I go to the internet cafe to play my character. He is a level-60 
night elf hunter. I don't do anything else - I don't really have any other hobbies 


or anything. I'm not sure what I'll be doing in a few years. I don't really care. 
I don't think about the future and it doesn't bother me. It doesn't matter. The 
way I see it, you have to keep going and not think too much. 


Name: Jason Rowe 

Born: 1975 

Occupation: None 

Location: Crosby, Texas, USA 

Average hours per week in-game: 80 
Avatar name: Rurouni Kenshin 
Avatar created: 2003 

Game played: Star Wars Galaxies 
Server name: Radiant 

Character type: Human marksman / rifleman 
Character level: 55 


Special abilities: Ranged weapon specialization 
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The difference between me and my online character is pretty obvious. I have 
alot of physical disabilities in real life, but in Star Wars Galaxies I can ride an 
Imperial speeder bike, fight monsters, or just hang out with friends at a bar. 

I have some use of my hands - not much, but a little. In the game I use an on- 
screen keyboard called 'soft-type' to talk with other players. I can't press the 
keys on a regular keyboard so I use a virtual one. I play online games because 

I get to interact with people. The computer screen is my window to the world. 
Online it doesn't matter what you look like. Virtual worlds bring people 
together — everyone is on common ground. In the real world, people can be 
uncomfortable around me before they get to know me and realize that, apart 
from my outer appearance, I'm just like them. Online you get to know the 
person behind the keyboard before you know the physical person. The internet 
eliminates how you look in real life, so you get to know a person by their mind 
and personality. In 2002 at the Ultimate Online Fan Faire in Austin, I noticed 
that people were intrigued by me, but they acted just like I was one of them. 
They treated me as an equal, like I wasn't even the way that I am - not disabled, 
not in a wheelchair, you know. We were all just gamers. 


Elizabeth Brown 


Name: Elizabeth Brown 

Born: 1980 

Occupation: Junior network systems administrator 
Location: St Louis, Missouri, USA 

Average hours per week in-game: 8 

Avatar name: Thaila 

Avatar created: 2004 


Game played: Hero's Journey 


Character type: Gearknight / Wizard 


Special abilities: God-like powers 


I designed Thaila to look the way that I aspire to be when I'm older. I know the 
kind of person that I want to be, because I see some women like that, in real life 
or in films - like the character Aunt Meg in the movie Twister. I perceive them 
as friendly, graceful, comfortable with themselves, and very open and friendly 
and welcoming to everyone else around them. That’s how I want to be, and in 
some ways, by creating my Heros Journey character to look like my own future 
goal, it gives me something to visualize and work towards. 

Growing up I've played several different types of simple role-playing 
games, mostly tabletop. It's fun to figure out all the different configurations 
that you can add to a character. I just think it's really fun, and I look forward 
to playing these kinds of games with my friends. I like the tabletop gaming 
for the camaraderie, and the laughter. One of my favourite games is Munchkin. 
Like, where else can you have 'Sword of Slaying Everything Except Squid Of 
Doom' power? 

I actually don't do a lot of role-playing any more, since I've recently 
started really becoming more like my character, by starting a family. I now 
have a five-month-old son. 


Young Ki- Jang 


Name: Young Ki-Jang 
Born: 1982 


Occupation: Student 

Location: Seoul, South Korea 

Average hours per week in-game: 20 
Avatar name: Knight Lummis 

Avatar created: 2005 


Game played: Lineage II 


Character type: Knight 


Character level: 30 


My character is a knight. Growing up, I used to love reading stories about the 
warriors of Korea’s Silla Kingdom, as well as the knights of medieval Europe. 
I admire their bravery and prowess in battle. Sometimes I wish I could have 
lived in those times. 

I enjoy playing Lineage because it’s a place where I can control my own 
destiny. In the real world, you have to conform to the expectations of your 
parents, teachers, and peers. What matters the most is how much money you 
have, what schools you go to, and who your parents are. Where you start 
determines where you end up. In Lineage it’s different. You create your avatar 


— it's not already chosen for you. The path forward is up to you. Play well, and 
you will get ahead. It’s not like in the real world where things are set for you. 
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Wang Yoo 


Name: Wang Yao 

Born: 1986 

Occupation: Student 

Location: Shanghai, China 

Average hours per week in-game: 14 
Avatar name: MaNo LoveLess 

Avatar created: 2005 

Game played: EverQuest II 

Character type: Mage 


Character level: 20 


China used to be hierarchical, and because of that history, older people tend to 
think that that those of us who play Visual Rock or dress up as anime characters 
for Cosplay competitions are weird. They think we lack integrity and are nothing 
but hooligans. They don’t understand or accept our generation. 

I’m a Visual Rock musician. VR is a phenomenon that originated in 
the West in the 1970s. It has its origins with artists who wanted to add a visual 
dimension to their music. Most of my income comes from performing music. 
I play rhythm guitar in a Visual Rock band. It doesn’t pay well, but I enjoy it. 
A lot of the Cosplay kids are from families with money. They don't have to worry 
about paying for their costumes. For our band it’s a different story. We have to 
perform a lot to earn enough money to pay for our instruments and costumes. 
I often don't eat, so I can save money to buy clothing and gear. 

I was attracted to EverQuest for many of the same reasons I enjoy Visual 
Rock. It's fun to customize your avatar and dress him up in different outfits. In 
EverQuest you can be tall and handsome. If youre a girl, you can have a perfect 
figure and a perfect face. What I love most about the game is the beautiful 
images. I don't play to level up or kill the biggest MOBs. I play because I like 
the beauty of the world. 


Cassien Guter 


Name: Cassien Guier 

Born: 1985 

Occupation: Student 

Location: Lyon, France 

Average hours per week in-game: 8 
Avatar name: La blonde 

Avatar created: 2005 

Game played: City of Heroes 


Server name: Vigilance 


Character type: Human female 


Character level: 30 
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First of all you have to know I'm not a good player. In the game I spend more 
time and money making my character look good and changing her hairstyle 
than I do playing. By the way, thanks to all the players for giving me money 

to make it possible for me to change my hair every day! 

I decided to make a superhero reflecting my inner self so I created La 
blonde, the supra super heroine! She's wonderful, in pink and yellow clothes 
and splendid shoes. She has the biggest breasts you have ever seen. Just like 
a real blonde, her wardrobe changes every week. She likes to smile, and people 
must think she looks pretty stupid because they never take her seriously. Her 
attitude amazes all the other superheroes! The world can collapse but La blonde 
will remain optimistic. She often dies. I’m not sure why but the monsters kick 
her out first. As if a blonde could be dangerous! 

I don't really know why people like to have her in their group when 
fighting the bad monsters. Probably because of her pretty smiley face. Actually 
she must be the most useless character in the world of MMORPGs. 


Name: Adroniki Makridou 
Born: 1977 

Occupation: Civil engineer 
Location: Volos, Greece 
Average hours per week in-game: 7 
Avatar name: Amymona 
Avatar created: 2005 

Game played: City of Heroes 
Server name: Defiant 
Character type: Magic blaster 
Character level: 20 


Special abilities: Energy and ice manipulation 


Names are very important. 'Androniki' in Greek means “The one who wins men’, 
from ‘andro’ - man - and ‘niki’ - victory. 

As a child I used to play all kinds of games, even boys’ games. And I loved 
to play because I loved to win! And especially I loved to beat the boys who were 
always bragging about being better than the girls. l've grown up and become 
a woman. Now men are my toys and I love to play with them. My favourite toy 
is a man called Giorgos. He was deeply in love with me but he didn't just want 
to win me, he wanted me as a final prize. He did manage to conquer me and 
I spent many years of my life with him, although he never managed to win 
me completely. 

Some time after I left him, Giorgos began spending his time in cyberspace 
playing a vampire superhero named AereVoS. He showed me his cyber alter ego 
and I was thrilled. I wanted to play City of Heroes too and I wanted to prove my 
name again. And I did. That's how Amymona was born. 

One night I was hunting villains in Steel Canyon and I had teamed up with 
a short green female superhero called Hensa. After a fight Hensa told me, 'Hey 
girl, have you ever met AereVoS? He looks like you. You two remind me of Yin 
and Yang - he's like your alter ego! I replied with a smiley and I told her the story. 


Name: Giorgos Loukakis 

Born: 1977 

Occupation: Student 

Location: Volos, Greece 

Average hours per week in-game: 15 
Avatar name: AereVoS 

Avatar created: 2005 

Game played: City of Heroes 


Server name: Defiant 


Character type: Mutant blaster 


Character level: 42 


Special abilities: Ultimate darkness incarnated, Absolute 
vampyric supremacy, Pure energy and pure fire manipulation 
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I will unleash the Vampire Hero within me. He is my only weapon against this 
false world. I will unleash AereVoS, the Ultimate Darkness Incarnate, the Absolute 
Vampire Supremacy. 

One of the first rules of war is to keep your weapons secret. That's why 
AereVoS is hidden within a child that's grown up in a world full of injustice. 
He was hidden but always ready to fight, ready to change the world. Time passed 
and the child became a man, a man still angry at society, and a man with the 
mind and heart of a hero. 

Reality is always cruel - cruel and insane. But there is always cyberspace 
- humanity's next frontier, a virgin void with unlimited potential. Potential 
to incarnate Ultimate Darkness. The perfect womb for AereVoS. 

AereVoS is my heroic alter ego, created by threading my childhood dreams. 
He looks like me, he thinks like me and he acts like me because he is me and I 
am him. His past is my past - he was a PhD student in a parallel universe until 
the day he realized that ultimate darkness was unleashed within him. Also, 
AereVoS has a dark past - a vampire incident that nobody knows about, 
something he holds beneath his wings. 
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Name: Rebecca Glasure 

Born: 1980 

Occupation: Housewife 

Location: Los Angeles, California, USA 
Avatar name: Stygian Physic 

Avatar created: 2005 

Game played: City of Heroes 
Character type: Elf 


My avatar in City of Heroes is my complete opposite. Stygian Physic is big, 
black, and male. I created him that way because I didn’t want to get hit on all 
the time. I wanted to be noticed for my skills, not my pixel-boobs. By playing 
as a guy, I found that people treated me differently. Being a guy enabled me 
to form relationships that I would never otherwise be able to experience. The 
guys just assume I'm a guy. If I’m the leader, I can make a call and they'll all just 
follow. And they'll open up about problems with their girlfriends and so on. 
When I play as a female character, I get challenged a lot more and have to argue 
about everything. No thanks. I’ve made some good friends playing as a guy. To 
this day they don't know Im really a chick. I don't lie about it. They just assume 
that I’m a guy and never ask. 

I have a six-year-old daughter who's needed more of my attention lately, 
and because of that I've cut back on my playing hours a lot. I would say that 
I used to be a ‘hardcore’ player, because I would spend literally all day sitting 
at my computer. But now my daughter's getting older, I just don't have that 
luxury any more. It's my hope that she grows up to like games, so we can all 
play together. That would blow my mind. My husband and I used to play 
together for the first year. When we're old and grey our reminiscences will 
probably consist of things like, Remember that time we slaughtered the Hydra 
and got level 40 at the same time?' 


Name: Kim Nyvang 
Born: 1978 


Occupation: Butcher 

Location: Roennede, Denmark 
Average hours per week in-game: 27 
Avatar name: Ligar 

Avatar created: 2002 

Game played: EverQuest I 

Server name: Kane Bayle 

Character type: Barbarian shaman 
Character level: 65 


Special abilities: Barbarian strength 


I'm a butcher in real life and a barbarian shaman in EverQuest. In the game 
I have long, flowing hair and the body of an Olympic weightlifter. In the real 
world I have short hair and an average body. I’m comfortable with who I am, 
but it’s fun to role-play a walking meat-shield in the game. 

I've made a lot of good friends in Norrath. Not long after I started playing, 
I met a woman who went by the name ‘Tropical Storm’. We started hanging out 
together and going on raids and dungeon crawls. I know it probably sounds odd 
to non-gamers, but our friendship meant a lot to me. Even though we never met 
in real life, she was my friend. We could talk about anything - real-life problems, 
our jobs, and so on. After a couple of months I asked her if she wanted to marry 
Ligar in the game. Of course, I asked my real wife Lene if she would be ok with 
that. She knew that Trop - my name for her — was a good friend so she said she 
was fine with the idea. Lene would even come in sometimes when I was chatting 
with my virtual wife and tell me to give her a hug. I tried to explain my in-game 
marriage to some non-gamers once, but you really can't make them understand. 
It’s like trying to explain to a virgin what sex feels like. 


Name: Tini Sun 


Born: 1982 


Occupation: PC game model 
Location: Shanghai, China 

Average hours per week in-game: 40 
Avatar name: SpicePrincess 

Avatar created: 2005 

Game played: Arabian Nights 

Server name: Aladdin 

Character type: Cleric 

Character level: 20 


Special abilities: Resurrection, Healing 
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I played alot of video games growing up and while I was in college. I was a big 
fan of an online game called Fairy Live. I even dressed as a fairy princess in 
Cosplay competitions. Two years ago, after I'd finished my degree in fashion 
design, I had the opportunity to become a model for ChinaJoy. As a result of 
the publicity, I became very well known in the gaming community. I've become 
the first China game beauty. Guys can click on my avatar in Arabian Nights and 
see a photo of me! I even have a fan club! They write to me and ask for my 
picture. They even send me flowers. It's very sweet. 
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Name: Harisu 

Born: 1975 

Occupation: Actress 

Location: Seoul, South Korea 

Average hours per week in-game: 13 
Avatar name: Not given 

Avatar created: 2003 


Game played: Lineage II 


In 2001 I appeared in a commercial. I was the face for a famous cosmetic product. 
Then I started to act - soap opera, dramas, and movies. And then I got into music. 
Now Im working on my fourth album. Pm not only working in Korea, but also 
China and around East Asia. I was the first Korean transgender celebrity. I 
captured everyone’s attention, from little kids to grandfathers. When I go out 
to a restaurant, everyone recognizes me. Some people don't really like me. 

Once I came upon a group of avatars who were chatting about transsexuals. 
They were making jokes and saying how much they disliked them. I asked, 

‘Why do you hate transgendered people?’ and they answered with more negative 
comments. So I just told them who I was. They were embarrassed and tried 
to take back what they’d said. The virtual world is very much like the real one. 

I have different avatars but my favourite is an elf. My other avatars are 
not all females. Some are really good-looking male characters, very attractive. 
But it's not like I want to play like a woman or a man. It's like having an avatar 
as a boyfriend or girlfriend. It's more like your partner. I definitely don't get 
confused between my real self and my virtual self. When I’m acting I have to 
concentrate on my role. In the game I just try to be myself. If anything, my 
avatar has to concentrate on being me. 


Name: Eun-Sol Lee 

Born: 1985 

Occupation: Magician in training 
Location: Seoul, South Korea 

Average hours per week in-game: 20 
Avatar name: Ryang Hui 

Avatar created: 2003 

Game played: Lineage II 

Character type: Elf 


A good friend from church introduced me to the world of magic, and I like it 
because I get to meet people and I get to make friends, show them a good time, 
and bring some laughter to the world. Now I’m majoring in magic at university 
and working as a part-time magician. I show elementary school kids how to 

do magic tricks. 

In Lineage II l'm a supporting spellcaster. I cast defensive spells to make 
my guild mates stronger or more resistant to enemy attacks. The game is a social 
space. I play the game to meet people, not to beat up on monsters or attack 
other players. 

There's not much difference between the real and the virtual world when 
you get right down to it. It's simply a place where people hang out and socialize. 


Choi Seang Rak 


Name: Choi Seang Rak 
Born: 1971 
Occupation: Academic 


Location: Seoul, South Korea 


Average hours per week in-game: 8 


Avatar name: Uroo Ahs 

Avatar created: 2004 

Game played: Lineage II 

Server name: Fehyshar 
Character type: Dwarf warsmith 
Character level: 59 


Special abilities: Craft siege weapons, Whirlwind in battle 
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Im a professor. I teach economics and public policy at the Dongguk University 
in Seoul. Because of my job, I don’t want people to see me playing. My colleagues 
would not understand. I just play at home, where only my wife and my friends 
know about it. 

My teaching duties don’t leave me much time to play but my avatar is 
logged in 24 hours a day, seven days a week. She sits in the marketplace, buying 
and selling items while I’m away at work. In Lineage II you can park your avatar 
with a text message, like ‘Leather gloves for sale’, floating above its head. You 
only need to check periodically to restock the inventory. People buy more from 
my little girl dwarf compared to the old male dwarf I used to have, even though 
they sell the same things. Because I’m very polite, people think I really am a 
little girl. 

Lineage II is a microcosm of the real world, complete with competition 
for social status, ostentatious displays of wealth, political intrigues, and a 
complex economy. For the past year, I have analyzed the game's inner workings, 
compiling spreadsheets to find patterns in the economy - the best places to 
hunt, the most profitable items to craft, and so on. I enjoy the challenge and 
so far I've stored up about 150 million Adena in profit - about $15,000. 


Name: Charmaine Hance 

Born: 1978 

Occupation: Housewife 

Location: Ashford, UK 

Average hours per week in-game: 8 
Avatar name: Jova Song 

Avatar created: 2003 

Game played: Second Life 

Server name: Main Grid 

Character type: Human female 


Special abilities: Builder 


I'm a full-time housewife and mother of two beautiful girls and a baby boy. I love 
being at home with them. So many mothers today aren't able to spend time with 
their kids. But being at home makes it difficult to socialize. Second Life allows me 
to go places and hang out with other people without the fuss of having to find a 

baby-sitter. It fits in well with my life and gives me a creative outlet. 

One of my first friends in Second Life was a lovely woman named Marilyn 
Murphy. She got this idea to publish a collection of avatar erotica called Player's 
Magazine and sell it in-game. There were a total of eight pictures of me in the 
magazine, everything from fully dressed to totally nude. I wasn't embarrassed 
to be nude - nudity in Second Life is one thing most people are not embarrassed 
about. In Second Life the basic skin you get when you start the game is pretty 
unrealistic, and if you were able to make your skin look good, you certainly 
wanted to show it off. 

When the magazine went up for sale, I didn't think anyone would be 
interested in buying it. But it sold a lot of copies and my avatar got recognized 
a lot. It was a little embarrassing at first but everyone was nice and 
complimentary. It made me proud of my avatar. 
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Name: Thierry Te Dunne 

Born: 1963 

Occupation: Building superintendent 
Location: Angers, France 

Average hours per week in-game: 21 
Avatar name: Naemie Theud 

Avatar created: 2005 

Game played: Guild Wars 

Server name: Arenanet 

Character type: Warrior and secondary professions 
Character level: 20 


Special abilities: Elite swordsmanship, Hundred Blades, 
Elite axe mastery and evisceration 
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I'm part of that generation who tell each other stories about how in the beginning 
video games consisted of two vertical bars with a ball bouncing back and forth 
between them - Pong. At about that time, I would also write secret scenarios in 
my head for the toy soldiers inhabiting my castle, and for a stillborn twin. That’s 
how the novel The Song of Two Lives was born, even though I only wrote it thirty 
years later. One of the main characters is Naemie. Her crazy adventures became 
real, in the digital sense, when I discovered Guild Wars. Since then she has 
explored everywhere from Thyrie to Cavalon, immersed in someone else’s 
scenarios. I find it immensely pleasurable. Naemie is my digital spirit, perfectly 
realized in her striking image — red-headed, savage, generous, lethal! And with 

a strong resemblance to my feminine side. Her character is unique because she 
has a history, a literary genesis. She was not created in a rush or borrowed from 
someone else, but thought over, polished, cherished. 


Kuun-Eun Bae 


Name: Kyun-Eun Bae 


Born: 1982 


Occupation: Stewardess in training 
Location: Seoul, South Korea 

Average hours per week in-game: 30 
Avatar name: Persia 

Avatar created: 2003 

Game played: Lineage II 

Character type: Elf 


My avatar’s name is Persia. He’s an elf warrior. I named him Persia because 
I like Persian cats. I chose a male character because males are stronger. Well, 
actually there’s no difference between male and female avatars in Lineage, but 
all of the leaders have male avatars. 

I was attracted to the graphics at first, but then I got into it because of 
the people. I’ve made a lot of friends over the past two years. Sometimes I meet 
up with my guild mates in the real world. We go to the movies or Karaoke bars, 


and have fun. 


Name: Lee Taek Soo (right) 
Born: 1973 

Occupation: Office worker 
Location: Seoul, South Korea 
Average hours per week in-game: 10 hours 
Avatar name: Crammer 
Avatar created: 2006 

Game played: World of Warcraft 
Server name: 95 

Character type: Undead 
Character level: 40 


Special abilities: Will of the Forsaken, Shadow resistance 


Mun and I met at work. We became friends and started going out two months 
ago. Like many young couples, we enjoy going to the movies, going out to dinner, 
or just hanging out. We also like playing video games together. It's a very 
popular dating activity in Korea. Many PC bangs have special 'couples couches' 
for couples to sit together and play console or PC games. 

In World of Warcraft I play an undead warrior and Mun plays an undead 
shaman. We decided to play as the Horde since everyone was playing Alliance. 
We don't belong to a guild, since we're not very outgoing people. We just like to 
explore the world and go hunting as a couple. We're not hardcore players. For us, 
there's a clear boundary between the game and real life. Neither of us is deeply 
invested in our character. We play just for fun. 


Kimberly Rurer-Bach 


Name: Kimberly Rufer-Bach 

Born: 1966 

Occupation: Software developer 
Location: San José, California, USA 
Average hours per week in-game: 70 
Avatar name: Kim Anubis 

Avatar created: 2004 

Game played: Second Life 

Character type: Content creator 


Special abilities: Building interactive objects 


I'm forty years old and have two cats and five computers. I have been managing 
and developing online communities since the mid 1980s. I run a company called 
The Magicians that develops interactive content on the Second Life platform. 
Most of the time my avatar looks like my real self, but about twenty years 
younger. I'm jealous of some of her clothes. I made a pair of boots that I wish 
I could export into real life. I usually dress my avatar in the same sort of stuff 
I wear. She doesn't have a separate persona or anything. She's just an extension 
of myself in this virtual space. Of course, she has a few abilities in Second Life 
I don't have in my first life. When I was a kid, I wished I had a tail. You know, 
a tail I could wag, or point at things, like in John Peterson's children's book The 
Littles. So one day I decided my avatar should have a tail. I made one using the 
3D modelling tools built into Second Life, and then I wrote a program to make 
the tail wag, point in various directions, droop, etc. My friend, The Magicians' 
lead engineer Ian Young, took my code and did wonders with it, and we ended 
up with the Animagical Tail, which will not only do what you tell it to do, but 
will also pick up cues from your chat and help you to express yourself. Other 
people wanted a tail like this too, so I put it on sale in Lotus, my shop in Second 
Life. It sells quite well. I sell other things l've made - flapping wings, glowing 
crystal balls, bowls of swirling colour-changing butterflies and all sorts of other 
pretty, magical things. 


Name: Ulrike Jung 

Born: 1980 

Occupation: Student 

Location: Berlin, Germany 

Average hours per week in-game: 10 
Avatar name: Jacra Cirandi 

Avatar created: 2005 

Game played: EverQuest II 

Server name: Valor 

Character level: 32 


Special abilities: Buffs / Debuffs through music use, 
‘Hero chance’ switching in group fights 


I'm working in a security stage 2 laboratory doing my PhD thesis on one of 

the three big killers on this planet: Mycobacterium tuberculosis. I spend my days 
reading publications, thinking about how to outwit the protection systems of 
these bacteria. My passion is in this job. It's a mental challenge I can't imagine 
living without. But of course that leads to long work days and I get tired and 


exhausted. Probably that is the reason why in my spare time I enjoy jumping 
into a game that has very little to do with my reallife - that's full of fantasy 
and wonders and gives fast rewards. 

I play a cat-like troubadour in EverQuest II. Her name is Jacra Cirandi 
and she takes a really relaxed path - she is still only level 32. Jacra is cheerful 
and takes her troubadour profession beyond the mere game engine stuff. I 
like to do more than just chat, but make up spontaneous songs, for example 
to cheer someone in the guild when they are moving to a raid battle. They rhyme 
even, and the lyrics are more funny than art. There was another guy playing 
called Dirge. He could pull out spontaneous lyrics too, and we made the 
agreement I would cheer the guildies while he does the tearful mourning songs 
after the raids. Needless to say our own raids were not so successful most of 
the time. But we had fun and that is what mattered, right? 


Name: Jeremy Works (left) 

Born: 1971 

Occupation: Musician 

Location: Eugene, Oregon, USA 
Average hours per week in-game: 5 
Avatar name: Frogg Marlowe 

Avatar created: 2005 


Game played: Second Life 
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I'm a starving musician. I've been involved in performing arts since I was a 

kid, but I didn't really start writing songs until I was thirty. Before then I hadn't 
lived long enough to have anything worth saying. A few years back, when I 
moved to Oregon, the job and the home I had lined up both fell through, and 

I ended up wandering the streets for a couple of months. That was right after 

I started writing songs. While I was on the streets I used my footsteps as the 
bass beat for thinking up songs. I wrote around twenty songs during that time. 

My housemate joined Second Life first, and watching it I saw what 
seemed to be the realization of the promised melding of virtual reality and 
the internet. I started to make music, using a single cheap plastic microphone 
that went directly into the PC. Now I use a small mixing board, and have all 
the instruments feed through that. I play mostly original material, but have 
been learning some cover tunes, having being persuaded that's the key to 
commercial viability. Even though I'm still not sure about that, the response 
has been overwhelmingly positive. 

Possibly the best things to have come out of playing virtual gigs is that 
Jaycatt my oldest friend, who's also my housemate, has started playing music 
with me, and my mom can attend the shows from wherever she is. I cannot 
make a living at this but I’ve been getting the equivalent of about $7 to play a 
one-hour show. Tips sometimes equal the fee a venue owner will pay for a show. 


Name: Mary Boucher (centre) 

Born: Not given 

Occupation: Teaching others, loving life 
Location: Boston, Massachusetts, USA 
Average hours per week in-game: 15 
Avatar name: Wilde Cunningham 
Avatar created: 2004 


Game played: Second Life 


Nine of us play an avatar named Wilde Cunningham. You never know which 
of us Wildes will be online at any given time. We are a small group of adults 
with great challenges, but an equally great sense of humour and love of life. 
Over the past two years, we've worked with Braintalk.org to create 
a place in Second Life where we can build, dream, and play. Our virtual island, 
Live2Give, is also an educational spot where people can come and learn about 
physical challenges and see that people who may look and sound different are 
really no different at all! We play Second Life from our day programme. It is 
indeed a second life for us! We can fly and walk and run and drive and basically 
experience everything life has to offer. It allows us to fulfil some dreams and 
meet really cool people we would not otherwise have met. 
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Name: Hyun-Joon Lee (white shirt) 
Born: 1979 

Occupation: Student 

Location: Seoul, South Korea 

Average hours per week in-game: 40 
Avatar name: Eterten 

Avatar created: 2002 

Game played: Lineage II 


Server name: second 


Character type: Prince 


Special abilities: Command armies 
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I'm the guild master of the Legend of Knights. The guild has about 300 members, 
but today we've called upon our allies Pine Tree guild to help us defend Oren 
Castle against an alliance of enemy guilds. Today we're fielding an army of 

600 people. 

In a castle siege, the key to victory is superior organization and clear 
lines of communication. Legend of Knights has excellent teamwork. I issue 
orders to my officers, who in turn transmit them to the troops under their 
command. Everyone knows exactly what they are supposed to do. We're pretty 
sure our enemies have planted a spy amongst our ranks. For that reason the 
most sensitive orders are transmitted face-to-face or by cellphone, rather than 
broadcast to the entire guild over the in-game chat. We have planted false 
information to confuse the enemy. 

We're not going to sit in the castle and wait for the enemy to come to 
us. That's what they're expecting us to do. Instead, we're going to hit them hard 
in the staging areas, before they can get organized. Pine Tree guild will form 
up in front of the castle to draw their fire. My team will hide in the forest and 
then ambush them as they advance. 


Name: Sean Stalzer (front, arms folded) 
Born: 1971 

Occupation: IT manager 

Location: Washington, DC, USA 

Average hours per week in-game: 30-35 
Avatar name: Dragons & Snogard 

Avatar created: 2004 

Game played: World of Warcraft 

Server name: Zuljin & Atlantic 
Character type: Shaman 


Character level: Currently at Max Level 


Our members come from all walks of life, from all over the world. They are truck 
drivers, lawyers, doctors, active duty military personnel, college students, sales 
people, computer programmers, homemakers. We even have a couple of game 
designers. These people aren't just pixels on the screen. They're family. Some 

of our members have met through the guild, fallen in love, and gotten married 
in the real world. Others have received jobs or legal help or medical advice from 
their guild mates. When Hurricane Katrina hit, we all pitched in to help guild 
mates who lost their homes or their livelihoods. In the game, no one cares what 
you look like or how much money you have or don't have. All the things that 
divide us in the real world - politics, religion, ethnicity, and so on - don't matter 
in the virtual world. The bonds formed in virtual worlds are just as real as those 


in the real world. 


Name: Mark Sandlin 

Born: 1974 

Occupation: Graphic designer 
Location: Atlanta, Georgia, USA 
Average hours per week in-game: 15 
Avatar name: Marcos Fonzarelli 
Avatar created: 2004 


Game played: Second Life 


I've become known in Second Life for my robot avatars. I have always been 
fascinated with robots. I was a kid when Star Wars debuted in 1977 and when 
Transformers first hit the market in the early 80s, so my childhood was filled 
with robots of all kinds. I have also enjoyed Japanese mecha from anime series 
like Gundam and Macross (or Robotech). My avatars are attachment-based. This 
means each piece of the robot is attached to a point on a Second Life avatar. 
One of the things I’ve enjoyed most about Second Life is the opportunity 
to design and build things. I have always been a creative person. Growing up, 
I enjoyed making things out of clay or Lego. I’m also a social person. Second 
Life allows me to exercise my creativity and share the things I create with other 
people. This is what I do instead of watching sitcoms and reality shows, and 
as an added bonus I make a bit of money doing it. I typically make $200-300 
a month depending on how the market fluctuates. Usually I use the profits for 
fun stuff in real life, like going out with friends. 


Name: Mi-Jin Kang (far left) 
Born: 1985 


Location: Seoul, South Korea 

Average hours per week in-game: 17 
Avatar name: Kangdidas 

Avatar created: 2005 


Game played: Lineage II 
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We have all been friends since middle school. We enjoy hanging out together, 
shopping, and going to the movies, and we also play video games. At the PC 
bang we all sit next to each other and chat while we play. Inevitably one of 

us will make a joke about what's going on in the game and we'll end up dying, 
but we have fun all the same. 

Our characters give us a chance to dress and act in ways that we can't 
in real life. Korea is a fairly conservative place when it comes to gender roles 
and society's expectations. In Lineage we can be strong warrior women, deadly 
and beautiful. Where else can you wield a sword and dress like a supermodel? 
The feeling of power is intoxicating! 

One of the nice things about playing online is that we can socialize with 
other people without worrying about attracting unwanted attention. Most of 
the players don't believe that we're women, but sometimes the guys flirt with 
us. They'll help us on quests or give us items for our characters. If someone we 
meet is annoying or creepy, we can just log out. 


Name: Nasara (left) 

Born: 1978 

Occupation: Artist 

Location: Shanghai, China 
Average hours per week in-game: 30 
Avatar name: Sylvanas 

Avatar created: 2005 

Game played: World of Warcraft 
Server name: Kazzak 
Character type: Priest 
Character level: 60 


Special abilities: Healing, Resurrection, Charming humanoid monsters, 
Powerful buffs 


My friend Kiko and I were classmates at Nanjing Art University, studying art 
and graphic design, before we moved to Shanghai. We work on computer games 
during the day and play World of Warcraft together at night. Working in the 
game industry allows us to combine our love of drawing with our passion for 
video games. 

I used to play beautiful female avatars. When I played Ragnarok Online, 
the male players always wanted to chat with me and help me on quests. But 
in World of Warcraft, I decided to be something different, so I chose to play an 
undead rogue. The undead are not the most attractive-looking characters. They 
don't look particularly feminine. They have grey-coloured skin and bad hair. 

If I wasn't going to play the most beautiful character, I figured why not be the 
most ugly instead? One of the great things about playing an undead rogue 

is that I’m judged by my skills as a player, not by my age or gender. The same is 
true for Kiko, who plays a male shaman. I'm treated very differently as an ugly 
female avatar. Few male players flirt with me any more, which is amusing since 
in World of Warcraft most female characters are guys anyway. 

In real life, if you meet someone they may be unpleasant or make you 
uncomfortable. Online, there's a barrier between you and that other person. 
You can always teleport away or go someplace else if they bother you. In the 
real world you can't type 'ignore' to make them go away. 


AW Wei Oing 


Name: Xu Wei Qing 

Born: 1976 

Occupation: Power leveller 

Location: Shanghai, China 

Average hours per week in-game: 70 
Avatar name: Not given 


Game played: Legend of Mir 
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Think of me as a personal fitness trainer for your avatar. The first few weeks 

of many online games are a grind. Find a monster, kill it, heal up, find another 
monster, kill it, and so on, over and over again. It's boring. Computers are very 
good at automating repetitive tasks. So I figured, why not write a program that 
will play my character for me, so I can just skip to the fun part? 

I'm starting to have more and more competitors. When I first started 
working as a power leveller, I was making 10,000 RMB a month (about $1,200). 
I had a lot more free time then. Now I work seven days a week and I only get 
about six or seven hours of sleep each night. 

In China, most players don't have a problem with buying and selling 
virtual items. A lot of players use 'illegal' macro programs to level up their 
characters. Since so many people play the game, it's hard to keep up with other 
players. Some people don't have the time or skill to do it themselves. So if there's 
a service that can help them get more enjoyment out of the time they do have 
to play, then what's wrong with that? This isn't cheating. Writing a program to 
make my avatar run twice as fast as everyone else, or have twice as many hit 
points - now that would be cheating. Many of the gaming companies agree with 
me. The one company that did crack down on item sales and macro programs 
saw their sales decline. Players want to use these services. Whether players level 
up in the normal fashion or using services like mine, they still have to buy game 
cards from the company. l 


Name: Ang Jianjun 

Born: 1984 

Occupation: Power leveller 

Location: Jinhua, Zhejiang Province, China 
Average hours per week in-game: 72 
Avatar name: Not given 


Game played: World of Warcraft 
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I tend bots in a bot farm for a living. We have several bots playing different 
characters on every computer. In the old days we used to play the characters 
ourselves. There would be forty of us or more, all raiding particular instances. 
It was very exciting, everyone together in the same room, shouting and talking. 
We used to form guilds - one was called Keep Running, another was called 
Black Hand. Then we weren't getting enough orders to do that, so groups of 
five of us would work in smaller instances, gold farming. It got boring. 
Eventually we were ordered to stay in one particular instance and do 
it again and again and again. That's when I came to this place. It's more flexible, 
I can take a day off if I want to. Sometimes we go rollerskating. We buy the 
code that operates the characters off a coder. We just monitor the computers 
and the characters, make sure we don't get spotted and that everything is 
working as it should be. 


Name: Jiang Chen Yi 

Born: 1985 

Occupation: Student 

Location: Shanghai, China 

Average hours per week in-game: 20 
Avatar name: Ji Dao Tuo Lei Neing Jian 
Avatar created: 2002 

Game played: Legend of Mir 
Character type: Taoist 

Character level: 48 


Special abilities: Healing, Turn undead, Tao combat kick, Resurrection 


I started playing Legend of Mir a couple of years ago when my high school buddies 
got into it. At first I wasn't that interested in the game, but I soon found that 
if I didn't play, then I would become a bit of a social outcast. It was all my friends 
talked about. Not playing would be like saying you hate rock music or sports. 

Eventually I got sucked in and joined a guild entirely made up of Shanghai 
players. One of my guild mates was a girl three years my junior. I never met her 
in reallife, but we enjoyed playing together and would often chat on QQ while 
bashing monsters. I never thought of her in a romantic way. She was more like 
my younger sister. I watched out for her and helped her on quests. 

We got married in the game, not out of a romantic attachment, but because 
it made it much easier to find each other. In Legend of Mir, married characters 
can teleport to each other's location, which saves a lot of walking. It wouldn't 
have mattered to me whether she was a girl in the real world or not, since it 
was all about the game. The game mechanics only care that the avatars are of 
opposite gender. Our friends decorated a ceremonial building for the wedding. 
They placed piles of gold and colourful objects all over the floor, and gave us 
magic swords, armour, and gold pieces for presents. It was one of the high points 
of my time in Legend of Mir. 


Name: CaoJun 

Born: 1982 

Occupation: Student 

Location: Shanghai, China 

Average hours per week in-game: 10 
Avatar name: What to eat today 
Avatar created: 2005 

Game played: World of Warcraft 
Server name: The 6th server of the 3rd district 
Character type: Mage 

Character level: 45 


In my view, an architect should absorb ideas from lots of different sources, 
whether real or imaginary. Personally, I look to Japanese comic books and 
computer games for inspiration. Video games can be quite beautiful, especially 
virtual worlds with a strong design and vibrant colours. One of the things 

I find most attractive about virtual worlds is the wide-open green spaces in 
World of Warcraft. We don’t have many parks or trees in Shanghai — just lots 

of skyscrapers. So playing online is a way to experience nature. 


Name: Francis Chang 

Born: 1978 

Occupation: Student 

Location: Portland, Oregon, USA 
Average hours per week in-game: 15 
Avatar name: Frances Chang 

Avatar created: 2003 


Game played: Second Life 


My first avatar in Second Life looked a lot like I do. I didn’t meet very many 
people very early on - I guess I was just stuck on the real-life convention where 
you don't just walk up to strangers on the street and have a conversation. Then 

I created this female character. Having an avatar that wasn't at all like my real- 
life self made it easier to accept that we don't need to follow real-world etiquette. 

For a computer programmer, Second Life is the ultimate playground. I'm 
not sure how best to describe what I do. Metaverse engineer? Virtual designer? 
Cyberspace pioneer? Basically, I make cool virtual cars. My claim to fame is the 
Dominus Shadow. It's styled after a 1960s muscle car and is quite popular in 
the game. I don't want to brag, but the Dominus Shadow is head and shoulders 
above the competition. The car is probably the single most complex item in 
Second Life right now. It's designed to be really easy to use. Players can choose 
a first-person, behind-the-steering-wheel view or an external, behind-the-car 
perspective. There's a gearing system and cruise control that allows the player 
to control their speed. The car can drive up a wall, or hover like the DeLorean 
in Back to the Future. 

The car is selling quite well. I recently donated a one-of-a-kind pink 
Dominus Shadow, which fetched $2,000 at a charity auction. Since I’m not always 
online, I set up a test-drive station where customers can try before they buy. 
Tm on track to buy a 2007 Mustang with the proceeds. 
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Bill Jay Bruant 


Name: Bill Jay Bryant 

Born: 1959 

Occupation: Truck driver / Guard 
Location: Salt Lake City, Utah, USA 
Average hours per week in-game: 45 
Avatar name: General Zondar 

Avatar created: 2003 

Game played: EVE Online 


Server name: Tranquility 


Character type: Combat pilot 
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I spent years in the United States Marine Corps and then in the Air Force Security 
Police. After my discharge I spent eight years working in the bail recovery business 
as a bounty hunter. When my wife decided it was time for a change, we bought 

a Peterbilt 18-wheeler truck and hit the road. I average 1,000 miles a day, 
providing security services and hauling high-value cargos for banks and the 
government. Each evening, when I pull into the Flying J truck stop, I boot up 
my laptop and log onto EVE Online. There I pilot a 14,000-ton armoured battle 
cruiser. I haul freight and turn would-be pirates into floating clouds 

of debris. 

When my character was two months old I was showing off my new 
battleship to another player, trying to look tougher than I really was. We were 
shooting torpedoes at each other for fun. Well, I decided to fire a 'smart' bomb 
at him - not something to fire in a secure space, and especially not next to 
a space station. It hit the station and killed a bunch of other players. Within 
seconds, the local security forces launched an all-out assault on my ship. I 
didn't have a chance. My new battleship was completely destroyed. Afterwards, 

I discovered that several players had placed a bounty on my head. It took me 
almost a year to lose the mark. Everyone thought I was a real badass pirate. 

I would gate into a system and everyone would flee. All I wanted was to make 
friends, but no one would play with me. 


Jon Jacob: 


Name: Jon Jacobs 

Born: 1962 

Occupation: Professional gamer / entertainer 
Location: Miami, Florida, USA 

Average hours per week in-game: 35 
Avatar name: Neverdie 

Avatar created: 2001 

Game played: Entropia Universe 

Server name: Club Neverdie 


Special abilities: Power of resurrection 


Neverdie takes his name from a script I wrote when I was living in Hollywood in 
the 1990s. The project didn't materialize, and I moved to Miami, and that’s when 
I started playing Entropia and created Neverdie as my avatar. When I realized I 
was having more financial success in the game than I was with movies, I decided 
to focus on being Neverdie. 

In 2005 I refinanced my real-world house so I could buy a space resort 
in Entropia — Club Neverdie - for $100,000 of real money. Then it was the most 
money paid for a piece of virtual real estate in history, but I thought it was 
undervalued even at that price. The resort has a shopping mall with 66 shops, 


which I have been selling for around $700 each to other gamers. There's also 
1,000 apartments, which sell for an average of $100 each. The resort has a 
spectacular nightclub with multiple dance floors. I stream music 24/7 and have 
live DJ sets. l'm also making a mega-stadium, where I can host large-scale live 
events, including the Massively Multiplayer Online World Championships. My 
wife Cheri and I got married in Club Neverdie in 2006. A preacher came round 
to our house. We logged on with our avatars and exchanged vows witnessed by 


120 virtual guests from all over the world. 
Our kids will find it weird that there was ever a time without virtual 


reality, in the same way their grandparents tell them now about a time before 
colour TV. I feel like it's the New America, the new land of opportunity. For 
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me it is. I have made my fortune in cyberspace. 
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Jeremy Chase 


Name: Jeremy Chase 

Born: 1978 

Occupation: Customer service manager 
Location: Sacramento, California, USA 
Average hours per week in-game: 30 
Avatar name: Marsellus Wallace 
Avatar created: 2005 


Game played: Second Life 


Character type: Mob boss 


Special abilities: Intimidation, Murder 
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I watch The Sopranos religiously and my favourite movies are Goodfellas and 
The Godfather. I created The Sim Mafia within The Sims Online, running a very 
profitable casino in the game. We then moved into virtual prostitution, pimping 
out girls to players. We also did assaults on other players. My character was 
what real-life mobsters call a 'Mustache Pete' - an old school gangster who runs 
his family in a traditional way. He does things diplomatically but if that fails, 
bad things happen. Electronic Arts hated him. We were who you turned to in 
the game when customer service wouldn't help. A player harassing you? Come 
see us. Need some high stakes gambling? Need a hooker? Come see us. We did 
it all, just about. For the right price we could even murder an avatar for you. 
We invented a way to kill another player — we called it the ‘Moe Greene Special’ 
after the character from The Godfather who gets shot in the eye. We would trick 
a player into deleting his own character and have them give us all their virtual 
money and property. We would tell them a big payday awaited if they came 
back as an undercover character. We'd offer then millions of Sim dollars, but 
never paid them. They would delete their character and lose all their wealth. 
We've since moved into Second Life, where I play a mobster named 
Marsellus Wallace, after the character in Pulp Fiction. He has the old school 
Mustache Pete values and he handles the family business personally. He has 
participated in hits, deletions and torchings, debt collection and espionage. 


Laura Kusumoto 


Name: Laura Kusumoto 
Born: 1957 
Occupation: Virtual world studio executive 


Location: San Mateo, California, USA 


Average hours per week in-game: 2 


Avatar name: |kusumoto 
Avatar created: 2004 


Game played: Forterra simulations 
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I started out my young adult life as an art student, but somewhere along the 
way I got hooked on computers and became a software engineer. I’m now an 
executive at Forterra Studios, where I oversee the development of simulations 
and online games. 

A couple of years ago, our art team developed art assets for an avatar 
that looked like me. They made a 3D model of my hairstyle, an idealized face 
model and texture for my head. The likeness they created was so realistic that 
people who met me in the virtual world recognized the real-life me - though 
now I’ve changed my hair. I am very possessive of my avatar. I got upset with 
the demo troupe when they used my face in Forterra demonstrations. There’s 
no rule against using any of the styles in the catalogue, but it still feels like 
identity theft when they use mine! 

I see my avatar as an extension of myself. What surprises me most about 
the simulations we develop is the amount of transference that happens from 
the virtual to the real world. Our art department developed a simulation of 
a real-world street leading to an army base. The purpose was to train soldiers 
to protect that area. Our model included all the details, including the stores 
with their signs in photo textures. When we went to the real town several weeks 
later, we knew exactly where to get donuts! 


Tommy Ll. Graves 


Name: Tommy D. Graves 

Born: 1978 

Occupation: Bouncer / Recording engineer / Recording artist 
Location: Fort Worth, Texas, USA 

Average hours per week in-game: 15 

Avatar name: War Catalyst 

Avatar created: 2004 

Game played: City of Heroes 

Server name: Liberty 

Character type: Electric blaster 


Character level: 41 


Special abilities: Flying, Enhanced stamina, Slightly enhanced healing factor, 
Tesla Cage, Aim, Zap, Charged bolts, Ball lightning, Thunderous blast, Lightning 
bolt, Short circuit, Ring of fire 
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I grew up in the ghetto. We had a lot of crime, drugs, and violence in the late 
80s and early 90s in my home town. As a teenager, I got into trouble a couple 
of times, but my parents kept me on the right path, and playing video games 
and reading comic books helped expand my horizons beyond the street. 

Iloved comic books as a kid, which is partly what drew me to City of 
Heroes. My favourite comic-book character was Wolverine. I could identify with 
his struggle for self-control. Eventually I decided to make my own superhero, 
War Catalyst. Basically he's a black superhero who can build up electrical charge 
and discharge it like a living capacitor. Like Wolverine, he can't always control 
his superpowers. He wears a special power-suit to regulate how much power 
he releases. I chose to make him look the way he does because we live in a world 
of advanced technology. You can't deflect a bullet wearing spandex tights. That's 
stupid. A modern hero should have a suit made of Kevlar, like a soldier going 
into battle. 

War Catalyst is like me in many ways. He's self-reliant. He rarely asks for 
help, but will willingly come to the aid of others. We differ in the fact that he is 
more introverted. l'm a very outgoing guy. We also differ in that he has to resort 
to violence to resolve disputes, because of the game mechanics. 

In the virtual world I am judged by how well I play the game and not by 
the colour of my skin or my past. All the evils of the real world - inequality, 
racism, and so on - have little or no power here. 


Name: Serge Creola 

Born: 1958 

Occupation: Hotline manager 
Location: Brussels, Belgium 

Average hours per week in-game: 20 
Avatar name: Megatox 

Avatar created: 2005 

Game played: City of Villains 

Server name: Vigilance 

Character type: Experimenter / Corrupter 
Character level: 24 


Special abilities: Neutron ball, X-rays, Irradiation, Proton salvo, 
Cosmic explosion, Electron mist, Irradiating aura, Hyper-metabolism, 
Disabling field, Contamination, Mutation, Slow radiation 
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I discovered virtual worlds a bit more than a year ago and it was a real shock. 
A positive one! I am a fan of all Marvel comics and also epic fantasy books. 
I have dreamed so much thanks to them and when I started to play online, 
it was as if all the stories I had read were coming to life! 
Megatox is me and Iam Megatox, one does not go without the other. 
When I switch on City of Villains I am there with my own personality, the real 
and the virtual blending together. I simply step into a void bringing me to 
that Otherland. I spent a lot of time designing my costume because I really 
wanted it to be exactly how I wanted. I love this machine design I made, and 
the yellow and black colours are a mix I like a lot. The face is not like mine 
but I wouldn't mind it in the real world. Megatox is all that I would like to be - 
strong, famous, respected, feared by some, daring, the talk of the town. This 
is why we complement each other. Together we make one complete person. 
What makes me different from the other villains? Easy. Me, I'm real! 
But don't give the game away. You are now the only one to know! This is me, 
Megatox. Serge is busy at work in his real life. l'm sure he won't mind me having 
made contact with you, and be sure I will inform him of this later. He's a nice 
chap, you know. 


Name: Lee Dong Chan 

Born: 1982 

Occupation: Student 

Location: Seoul, South Korea 

Average hours per week in-game: 15-20 
Avatar name: Pi-Ul 

Avatar created: 2004 

Game played: Lineage 

Character type: Dark elf 

Character level: 47 


Special abilities: General magic resistance 


I'm not very good at social situations in the real world. I’m uncomfortable meeting 

new people. I find it hard to talk to them. I don't enjoy it very much. Sometimes 

it's easier for me to relate to computers than to other people. Online, l'm much 

more outgoing and friendly - at least with members of my guild. My character is 

alotlike me. He's reserved around strangers but talkative with friends. I chose 

to play a dark elf because they're strong in battle and good with melee weapons. 
I first got into online games when I was in middle school, when a PC 

bang opened up across from my school. I was curious so I decided to check it 

out. Before long I was hooked. Although I have a lot of the same games at home 


on my computer, I find it much more fun to go hang out in the PC bang. I feel 
comfortable there. I know most of the other players and it's easier for me to 
meet new people in this setting. My friends and I go there to play games, chat 
about school, and sometimes have a bite together. For me, the PC bang is sort 
of a home away from home. 


Name: Chris Scott 

Born: 1983 

Occupation: Medical records staff / Student 
Location: New York, USA 

Average hours per week in-game: 75 
Avatar name: Blakkphire (right) 

Avatar created: 2004 

Game played: City of Heroes 

Server name: Protector 

Character type: Mutant blaster 


Character level: 32 


Special abilities: Flight, Energy manipulation, Combat training 


I was a huge fan of comic books growing up. Some of my favourite characters 
were villains - Magneto and Venom were my favourites. I never really looked up 
to them as role models but I liked how they used their powers to deal with their 
normal lives. 

What got me into City of Heroes was actually the desire for my best friend 
Justin and me to play as heroes of our own creation. When we were younger 
we'd play with action figures and come up with all these stories and characters 
using the toys, giving them different powers. So when we finally got to do it, 
it was an amazing experience and something that will always make me smile 
when I think about it. We took tons of pictures in-game. 

Blakkphire is essentially me. He's not huge and beefy. He's lean like I 
am. He has the sort of superpowers that I would want to have in a comic-book 
universe. I didn't want to be one of those invincible walking meat-shield heroes 
with no personality. Blakkphire is more like the Flash, quick-witted and quick 
on his feet. Blakkphire and I have similar personalities and the same flaws. 

We both need to learn patience. In many games I'm very aggressive and I often 
rush into bad moves in the attempt to win quickly. In real life I sometimes make 
hasty decisions. The funny thing is that my friend Justin often forces me to slow 
down and think, in-game and out. Where I'm quick to act he's very deliberative 
and methodical. We complement each other well. 


Name: April Hatch 

Born: 1979 

Occupation: Housewife 

Location: Missouri, USA 

Average hours per week in-game: 35 
Avatar name: Jaynex 

Avatar created: 2003 

Game played: Star Wars Galaxies 
Character type: Human creature-handler 
Character level: 32 


Special abilities: Animal training 


This is my second Jaynex character. My husband plays the first one now - he 
still gets loads of tells for me. When I first started playing I suffered from low 
self-esteem. I used to role-play a character, pretending to be someone I'm not. 
But gradually as time went by I would be more and more like myself. The barrier 
of not being face-to-face with people helped. But also I realized that people 
responded to me when I was more authentic. If I said what was on my mind, 
people liked me for it. I made this Jaynex to look like me. 


Ithink gaming has helped me become who I am today, but the irony 
is that the more confident I get, the less I play. I'll still play during the winter, 
though. There just isn't much else to do. 


Toon Yoon Joe 


Name: Yoon Yoon Jae 

Born: 1973 

Occupation: Agent for TV stars / Movie production 
Location: Seoul, South Korea 

Average hours per week in-game: 30 

Avatar name: Yahin 

Avatar created: 2003 

Game played: Lineage II 

Server name: second 

Character type: King 


Special abilities: Command armies 


Iam the King of Aden Castle, which is the largest in the game. The rulers of the 
other castles all pay tribute to me. I command great wealth and power. I can 
have a player killed with a word. But despite the castle and other perks, I never 
really wanted to be the king. Running a kingdom is a lot of work. 

In the real world, I’m a manager in a film production company. I work hard 
to create a good work environment, coordinate teams, and schedule projects. My 
experience in managing people is one of the main reasons my guild mates asked 
me to run the guild. I’m an effective manager. I know how to organize people 
and get things done. 

Before I became king, our server was wracked with violence. Many players 
didn't play with good manners. They would just kill other players indiscriminately. 
One day a group of players jumped my character. I was so angry that I resolved 
to destroy them. I created a guild that grew from a handful of players to the 
more than 500 members we have today. We defeated the bad guilds and restored 
balance and harmony to the server. 

I try to be a good king. I take care of my people. I love them. But being 
king is a demanding job. I have to administer the kingdom, hire guards to 
protect the castle, and collect taxes and harvests from my subjects. It takes full- 


time dedication. 


Name: Wagner James Au 

Born: 1968 

Occupation: Writer / Developer / Metaverse consultant 
Location: San Francisco, California, USA 

Average hours per week in-game: 15 

Avatar name: Hamlet Au 

Avatar created: 2003 


Game played: Second Life 


I was hired by Linden Lab in 2003 during a demo of Second Life, which they 
originally thought I'd write about for Salon or Wired. Instead, they brought me 
on to write for them. It's absolutely the best writing assignment I've ever had. 
Hamlet's a better reporter than me - more curious, incisive, empathic, and 

a tad crazier and boisterous. Unlike real-world journalism, fact-checking is 
something you cant quite do in a virtual world. Instead, you have to rely more 
on plausibility, consistency, and your innate instinct for the truth. At the same 
time, my position gave me avenues of reportage that I'd never had in the real 
world - reporting on the soul, truly. 

What I like most about virtual-world communities is that they're a 
meritocracy based on creativity and socialization — wealth, race, national origin, 
and so on doesn't matter. The elite in Second Life are those with great imaginations 
and great souls. It's amazing to explore a world where anyone can create nearly 
anything, and turn it into something that could become their livelihood or 
claim to fame, regardless of their background or the accidents of their origin. 
All the passions, politics, and ambitions of humanity play themselves out in 
this digital microcosm of the real world. Unfortunately, they do have similar 
levels of pettiness, backbiting, and destructive competitiveness. In other words, 
they're highlighting some of the best and worst of real-world communities. 


Name: John Palmer 
Born: 1962 
Occupation: IT consultant 


Location: Dorset, UK 


Average hours per week in-game: 20 


Avatar name: Zafu Diamond 
Avatar created: 2005 

Game played: Second Life 
Character type: Buddhist monk 


Special abilities: Power hugs, Ultimate wisdom 


I was born in East London where I lived until three years ago. I was always an 
outsider as a child, having few friends and being very nervous of others. My life 
was a struggle that got worse when I learned I had generalized anxiety disorder 
and social phobia. This peaked in a crisis in my late twenties when I had a severe 
episode of depression. Fortunately I found an internet depression support 
message board where I got some support and made some friends who helped 

me stay alive. 

After being diagnosed and treated I vowed to help others who were in the 
same situation, who had little emotional support. I created the supportforhealing 
website in 2004. It started as a place for a few friends but which has grown to 
900 members. 

In early 2005 I stumbled across Second Life and was captivated by its 
potential. I decided to buy an island to fulfil two needs: firstly to be a place 
where we could hold support meetings in a secure environment, and secondly 
to be a place of beauty for anyone wanting a respite from the malls, shops and 
clubs that proliferate. l 

In my early 30s I came in contact with Buddhism through a series of 
‘coincidences and realized that we are all on this earth to fulfil a purpose. I have 
practised Dharma and meditation since. I decided on the avatar name of Zafu 
Diamond as a Zafu is a meditation cushion, and diamond is symbolic of the 
Buddhist concept of the inherent emptiness of existence. 
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Name: Lucy Winkett 

Born: 1968 

Occupation: Precentor of St Paul's Cathedral 
Location: London, UK 

Avatar name: Canon Lucy Winkett 

Avatar created: 2004 

Game played: Church of Fools 


Special abilities: Smite 


I gave a sermon at the Church of Fools virtual church. It seemed like an imaginative 
way to reach people. I was surprised by how fast you start to identify with your 
avatar. I think the most moving part of the experience was seeing the Lord’s 
Prayer being typed out in so many different languages. 

The reading I gave was from Mark 7:24-28. This passage in Mark is lively 
and it’s quite shocking too. Although there is a healing in this story, that’s 
almost incidental to the point Mark is trying to make. This woman whose name 
we never know is a Gentile. Jesus is trying to hide from people. He needs a rest. 
But she will not let him be. Mark has Jesus say that he has come to the world 
only for the Jewish people. She challenges him in such a way that he changes his 
stance. She changes his mind. She combines theology with the practical issue of 
her daughter’s sickness. She ignores conventions of ethnicity, class and gender. 
She therefore re-imagines her religious relationships. She re-imagines her 
relationship with God. This conversation she has with Jesus is mutual, engaged, 
passionate and practical. She claims her freedom as a child of God to tell him 
what her life is like and what she needs. She also advocates healing and freedom 
for her daughter. She is a hopeful and prophetic presence in the gospels. She 
teaches us how to pray. 

We can, if we are not careful, build emotional and social scaffolding 
around our lives. This woman teaches us to be free of these structures. 
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Name: Noreen Plunkett 

Born: 1969 

Occupation: Manager 

Location: Texas, USA 

Average hours per week in-game: 40 
Avatar name: Vespal 

Avatar created: 2003 

Game played: EverQuest 

Character type: Elf enchanter 
Character level: 60 


Special abilities: Haste, Illusion 


I just like organizing people! At work I’m a manager for an IT company in Texas. 
At home I run an online guild with over a thousand members. This involves 
arbitrating in disputes, making sure that the guild runs smoothly as a social 
entity and as a competitive force. There is a definite hierarchy, and orders filter 
down through the ranks from those immediately around me in the guild. We 
are quite famous and quite wealthy in the game - if you add up all the virtual 
items that the guild has at its disposal, it would come to a great deal of real- 
world value. So we have to protect ourselves too. We vet people as they come 
into the guild, and pay attention to how people behave. One guild lost over 
$64,000 worth of virtual goods in a scam recently. That would seriously knock 
your ability to compete. But it's all part of the game. It's my way of relaxing - 
Iget a kick out of it. 


Name: Jean-François De La Fage 

Born: 1979 

Occupation: Journalist 

Location: Paris, France 

Average hours per week in-game: 21 
Avatar name: Dark Freeman 

Avatar created: 2005 

Game played: City of Heroes 

Server name: Vigilance 

Character type: Natural hero 


Special abilities: Invincibility 


I made Dark Freeman in my own image - his personality mirrors my own. 

He is of Japanese origin, as am I. Dark Freeman wields a Katana and practises 
Kendo, Ai-Do and Japanese martial arts. I have practised these art forms for 
the past 15 years. 

He is the leader, or Oyuban, of a guild called the Yakuza Avengers, a guild 
that has a certain reputation on the French servers. Dark Freeman is ‘natural’ 
like comic-book heroes such as Batman or Hawkeye from the Avengers. For me, 
it’s more heroic to combat crime without mutant or magical superpowers, as there 
is more risk involved. I believe, as Pierre Corneille said in Le Cid, “To vanquish 
without risk is a triumph without glory’. 

I founded the first MMORPG player association recognized by the French 
state. Its aim is to affiliate and promote all the City of Heroes players in France 
and strengthen the links between them, much like the worldwide chess or poker 
clubs. Because I am concerned for the image of MMORPG players in France 
and elsewhere, I work very hard for this atypical community that brings people 
together from all social and professional backgrounds. The final goal is to 
promote these people to the neophyte and non-gaming communities - to get 
recognition for a phenomenon that could be a new sport, or a new form of 
leisure. And to demarginalize these players who suffer from a negative image, 
surrounded by prejudices and misunderstandings. 


Name: Matt Bedford 

Born: 1983 

Occupation: Student 

Location: Chicago, Illinois, USA 
Average hours per week in-game: 35 
Avatar name: Mattokun 

Avatar created: 2004 

Game played: Final fantasy XI 

Server name: Kujata 

Character type: Hume warrior 


Character level: 75 


Special abilities: Ability to summon beings for the purpose of attacking, 
healing, enfeebling, Using elemental, dark, and enfeebling magic 


I'm majoring in Japanese, which is challenging. I spent the summer of 2005 
studying in Kyoto, where I made rapid progress. In the US it’s much harder 
to practise. Playing Final Fantasy XI is, in a way, like going to Japan without 
leaving my house. 

While the server is physically located in Japan, it’s open to anybody. 

I play late at night, when there are more Japanese players. I often group with 
Japanese players on dungeon crawls. There is an auto-translation function that 
allows players to use simple phrases to communicate with players who speak 

a different language, but the auto-translator doesn’t help much for general 
conversation. This gives me a chance to practise Japanese. I can express myself 
using roman characters for Japanese words, and then read responses in kanji. 
We often get into random conversations about out-of-game stuff, which is a lot 
of fun. I’ve learned a lot of Japanese this way. 

There are some noticeable differences between how American and 
Japanese players play the game. For example, Japanese players are much more 
structured than Americans in forming a group: they form up in a designated 
location, move to a camp as a group, and then return to their formation point 
as a group before disbanding. Another difference is the studied politeness of 
Japanese players. Whereas American players think nothing of shouting, a 
Japanese player will precede their request by saying ‘Excuse me for shouting’. 


Name: Louise Jorden (centre) 

Born: 1967 

Occupation: Creative director 
Location: London, UK 

Average hours per week in-game: 45 
Avatar name: Jordie Few 

Avatar created: 2003 


Game played: Second Life 


I'm one of the creative directors at Rivers Run Red, a company others and myself 
started back in 2003. Jordie is my nickname in real life and the name I chose 
for my avatar. I love her - she has kicking long stripy socks and always has great 
hair! She’s a little bit of me and a bit of the person I would like to be. We since 
changed our avatars to be more representative of the company we run, but the 
original Jordie is still around. I get her out now and then for dancing and 
general mayhem. 

Rivers Run Red was the first virtual-world development agency. We 
purchased Avalon, the first island to be auctioned in Second Life, for the then 
eyebrow-raising sum of $1,200. People were aghast at what we paid, which 
is kind of funny given the prices people are paying now. Avalon is our home. 
It’s where we meet with clients, show off our work, and entertain. 

All of us at the agency are pretty much logged in Second Life 12 hours 
a day. Although our work is virtual, we are still a bricks-and-mortar company. 
Some of our clients prefer to meet with us in real life and see the studio, but 
others like to meet on Avalon, since being in-game allows them to visualize 
how people will experience the content we develop for them. I think a virtual 
office should be the extension of a company’s real-life office, not a replacement. 
Second Life is a wonderful place for the occasional meeting or show-and-tell 
session, but doesn't replace the accountability and commitment that a real- 
world building represents. 


Jo Tust 


Name: Jo Twist (left) 

Born: 1973 

Occupation: Research analyst 
Location: London, UK 

Average hours per week in-game: 15 
Avatar name: Doctor Schnook 


Avatar created: 2005 


Game played: Second Life 


Jon and I first met in a chatroom on a student portal site around 1997. I was 
doing postgrad study on online communities in Newcastle, and Jon was working 
for the student portal site where we met. We chatted for just over a year before 
meeting in London when I came down for some fieldwork. We have been together 
now for seven years and have lived together in London for six. 

I'm a senior research fellow for a think-tank, heading up a team looking 
at digital society and media policy issues. The job means looking at all sorts of 
networks which shape the way we communicate, find information and build 
knowledge. These are still extremely early days for all kinds of online 
communities. We cannot expect government to fully understand the intricacies 
of these emerging social spaces where people increasingly decide to spend their 
time. It needs good evidence-based research to guide its understanding and 
a realization that these are fast-changing days for the internet. All we can do 
as an organization is to bring together what evidence there is around the costs 
and benefits of networked living, and provide a framework for policy makers 
to understand the more subtle changes this can bring to everyday life. Virtual 
spaces are only online spaces, and they are still very much regulated by offline 
rules and regulations, such as copyright, defamation, and illegal material. But 
there will be legislative adjustments that might have to be made - interventions 
will still be needed where a market failure might exist, as we live in an 
increasingly digital world. 


Name: Ailin Qin 

Born: 1978 

Occupation: Entrepreneur 

Location: Frankfurt, Germany 
Average hours per week in-game: 45 
Avatar name: Anshe Chung 

Avatar created: 2004 


Game played: Second Life 


Anshe Chung is not an extension of my real-world personality. Rather it’s the 
public role I adopt, much like Madonna or Britney Spears adopt an outward, 
public persona. I am more like a storywriter and actor, although the character 
I created has amomentum of its own. 

My business, Anshe Chung Studios, is both real and virtual. At the 
moment my company owns about 200 simulator CPU cores. This means we 
control the simulation of roughly 13 million square metres of virtual space 
in Second Life. What we've done is create particular landscapes and gated 
communities. Second Life’s uncontrolled freedom can lead to chaos and the 
same boring mixture everywhere. We have created areas where there’s a 
balance between the design of infrastructure and systems of governance, 
and the creative freedom of individual residents. We have designed Asian- 
style neighbourhoods, Gothic communities, Buccaneer islands, and lots of 
ethnic-themed areas. We currently employ 15 full-time staff, most of them 
in Wuhan, China. Our turnover is 2-3 million Linden dollars per day, in 
sales of virtual land, goods and services. We are growing at a rate of about 
10% per month. I have made over a million real dollars. 

We are beginning to overcome the limits of physics and the 'biological 
platform’. We can have emotionally meaningful experiences inside a shared 
computer simulation. I hardly dare imagine what it will be like when technology 
allows us to touch and feel inside the virtual world. 
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Kunikar Stemple 


Occupation: Artist 


Location: Tigard, Oregon, USA 


Average hours per week in-game: 50 


Avatar name: KatanaBlade Anubis 
Avatar created: 2004 

Game played: Second Life 

Server name: Main 


Character type: Elven 
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When I first became an exotic dancer, I really enjoyed the stage. Every night 
was a masquerade party. I could be whoever I wanted to be and I loved the 
art involved in putting on a good show. It was always important to have an 
alternate personality when you are at the club - just like in Second Life. I retired 
my heels a few years back to become a full-time mother. Playing Second Life is 
really not much different to being in the club - keeping customers coming back 
by just being myself. 

My career as a dancer influenced the look of my avatar and the clothes 
I design in Second Life. Katana Blade was my stage name. She is confident, strong, 
and creative. She is an elegant tomboy, raised the old-fashioned way, but still 
modern in her thinking. My grandmother used to say, 'Leave something to the 
imagination and keep yourself mysterious’. She once told me that to keep a man, 
"You have to be a lady in public and a slut in bed’. I was floored when she said 
that. She changed my outlook on life. 

I bought Samurai Island back in February 2005, in part becauseI 
love Japanese art. It began as a couple of shops run by myself and one of my 
best friends online, Kymi Proudfoot. Now Samurai Island has evolved into a 
huge creation, with a samurai-themed battleground where warriors can cross 
swords. I belong to a battleground team of warrior women who script, design, 
and animate their own work. How many men in this world can say a women 
warrior isn't hot! 


Name: Jean K. Miller 

Born: 1978 

Occupation: Project manager 

Location: San Francisco, California, USA 
Average hours per week in-game: 13 
Avatar name: Harmony Harbinger 
Avatar created: 2005 


Game played: Second Life 


Harmony is an extension of my real-life self. I see her more like one would see 
one’s conscience sitting on one’s shoulders. I talk to Harmony and when she falls 
or bumps into things I usually have a verbal reaction and sometimes even physical 
reaction as she would in-world. What I do in real life is what I do in Second Life. 

I project manage a grant on public diplomacy and virtual worlds. University of 
Southern California’s Annenberg Island in Second Life is the home to this grant. 
This last year I coordinated a contest called Reinventing Public Diplomacy 
Through Games. In part, one could say I’m a virtual ethnographer since I’m also 
doing research about how virtual worlds can be a conduit for public diplomacy, 
but I am also an active Second Life resident. 

As politics and popular culture become more and more intertwined, 
virtual worlds are a logical platform for political discussions to take place. 
‘World peace’ is a loaded term. One needs to pinpoint the values that could 
help bring about peace. One of the biggest tools is international communication 
and thereby international understanding. Virtual worlds are massive forums 
of communication, and as they continue to expand internationally, they are 
natural conductors of these primary foundations of peace. They can never 
replace real-world meetings and relationships but I do think that through 
virtual worlds many people will be exposed to other cultures, will learn about 
other parts of the world and meet people from all different backgrounds. 

And it will breed understanding. 


Philip Rosedale 


Name: Philip Rosedale 

Born: 1969 

Occupation: CEO / Founder 

Location: San Francisco, California, USA 
Average hours per week in-game: 5 
Avatar name: Philip Linden 


Avatar created: 2002 


Game played: Second Life 


Special abilities: God-like powers 
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I wanted to create a digital version of reality, and specifically wanted to make 
a place where many people could build things together and generally explore 
their imaginations. As thinking beings, we can imagine a world much better 
than the real one. Second Life lets us actually build that imagined place. 

Many outsiders see video games as an uncreative or anti-social activity. 
If the challenges placed on you by a video game are simple and dumb, then 
playing those games will make you simple and dumb. The challenges that stand 
between you and success in Second Life are often more complex than those you 
face in real life. I think that playing Second Life is actually going to make you 


smarter, hour-for-hour, than being in the real world. 

Like the economist Ted Castronova says, we are going to see a lot of our 
collective energies move into cyberspace. I think that is going to be a lot more 
than most people think. Imagine much of the real world gathering dust in a 
couple of decades. Imagine New York as a big museum. 
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Geoff Chenier 


Name: Geoff Chenier 

Born: 1983 

Occupation: Transportation officer / Virtual actor 
Location: San Mateo, California, USA 

Average hours per week in-game: 25 

Avatar name: Rice 

Avatar created: 2005 

Game played: Forterra simulations 


Server name: Forterra Systems 1 


Character type: Human male 


After returning from Iraq, I worked with Forterra on a training simulation 

to help teach soldiers the tasks they need to know. We've simulated everything 
from running a military checkpoint in downtown Baghdad to dealing with a 
hostage situation. In the Forterra simulation, you see your avatar from a third- 
person view. You react to the environment around your character and act 
accordingly. Nothing beats the real deal of course, but putting a soldier in 

a simulator beforehand might save their life. 

In the real world, Iraq is hot and dangerous and there is no turning off 
the computer and going home. I remember one occasion when my commander 
and I were returning from a security convoy. Word came in over the net that 
there had just been an explosion outside the base. As we approached the gate 
it was like everything went into slow motion. Soldiers were taking cover behind 
sandbag positions. I ran around to the other side of a building with my weapon 
drawn expecting the unexpected. The area was clear. We identified the explosion 
to be a suicide bomber - he had detonated himself near some soldiers. He 
managed only to kill himself and injure two others. The bomber's remains just 
didn't look real. It appeared to be something straight out of Hollywood. It looked 
like pumpkin pulp that had been put in a blender. We didn't have a body bag 
so we had to use a garbage bag. I had to search for body parts. It was 130 degrees 
that day. Can you imagine random body parts out on the cement in the 
daylight? They were cooking. 


Name: Cory Ondrejka 

Born: 1970 

Occupation: Chief technology officer 
Location: San Francisco, California, USA 
Average hours per week in-game: 20 
Avatar name: Cory Linden 

Avatar created: 2005 

Game played: Second Life 

Character type: Flying spaghetti monster 


Special abilities: Flexible noodly appendages 


I created this avatar in the fall of 2005, after reading about the Flying Spaghetti 
Monster on Boing Boing, the popular blog. The FSM is a clever parody of the 
arguments put forth by creationists. Bobby Henderson, the founder of the mock 
religion ‘Pastafarianism’, wrote an open letter to the Kansas Board of Education 
in 2005, demanding that the FSM theory be taught alongside evolution. 
According to Pastafarians, all the evidence pointing towards evolution - carbon 
dating, the fossil record, and so on - was planted by the FSM to test the faith 

of his followers. The Flying Spaghetti Monster so perfectly captured my thoughts 
about intelligent design nonsense that I immediately wanted to make one in 
Second Life. 

I work at Linden Lab building Second Life for a living. l'm now the chief 
technology officer, but prior to that I helped with all of the original coding and 
architecture, wrote most of the early code, and hired the development team. 
Obviously my job offers a privileged view into the game, so many of my most 
memorable moments are extremely meta. For instance, I witnessed the initial 
collisions between beta residents and WWII Online players. WWII Online is a 
war game, which tends to attract military guys, and there was a bit of a culture 
clash between these folks and the Second Life crowd, who tend to be artists and 
progressives. I was also in-world the night when Linden Lab announced the 
changes in the business model from fixed subscription to land sales. It was like 
a revolution! Some people got really pissed off. 


Glossary — 
Tracy Spaight 


Alliance: the coalition of dwarves, gnomes, night elves and humans, 


pitched against the Horde, within the game World of Warcraft. 


Avatar: a derivation of the Sanskrit word ‘Avatara’, literally ‘descent’, 
referring to the descent of a god to earth in mortal form. Its use 

to refer to the visual representation of a player in a computer game 
dates at least as far back as 1985, when, in The Quest of the Avatar 
(within the Ultima series), players aspired to become ‘the Avatar’. 
With games including Habitat (1987) and Shadowrun (1989), ‘avatar’ 
became a generic term for players’ customized visual characters. It 
was also used to refer to online virtual bodies in Neal Stephenson's 
popular cyberpunk novel Snow Crash (1992), where social status 
within the metaverse was conferred on people according to the 
sophistication of their avatar. 


Beta Resident: Second Life users are called ‘residents’, and participants 
in the beta development version of Second Life ‘beta residents’. 


Bot: a program that can play an MMORPG on behalf of a human 
player. Players use bots to automate repetitive tasks, in order to 


ena 


power level their characters or to ‘farm’ virtual items for sale. 
The use of bots is against the licence agreement of most games. 


Braintalk: an online support and networking group for people 
living with neurological conditions such as Multiple Sclerosis, and 
their healthcare providers. 


Caster: abbreviation of ‘spellcaster’. 


ChinaJoy: Shanghai’s annual week-long electronics entertainment 
trade fair, equivalent to the E3 fair in the USA. Its high-profile 
centrepiece is the ChinaJoy Console Game Tournament, in which 
players compete for the ChinaJoy Game Award. 


Church of Fools: Church of Fools is a 3D interactive online church, 
part of the Ship of Fools Christian website and web community 
launched in 1998 as ‘the magazine of Christian unrest’. The site 
aims to provoke critical questions about Christianity, including 
with features such as the ‘Purgatory’ debate space and its catalogue 
of kitsch, ‘Gadgets for God’. 


City of Heroes: an MMORPG in which gamers create superhero 
characters to fight the villains of Paragon City, developed by Cryptic 
Studios and launched by NCsoft in 2004. 


City of Villains: an MMORPG sequel to City of Heroes, launched 
in 2005, allowing gamers to play as ‘supervillains’. 


Coder: a game programmer. 


Cosplay: a contraction of the words ‘costume’ and ‘play’, referring 
to a subculture, developed in Japan, in which participants dress up 
as anime or manga cartoon characters. Enthusiasts gather to show 
off their costumes and compete in competitions. 


Cyberspace: a contraction of the words ‘cybernetics’ and ‘space’, 
referring to the ‘world’ of interconnected computers — more 
commonly referred to as the internet — and the virtual society that 
has grown up around it. The term was coined by science fiction and 
cyberpunk novelist William Gibson in his 1984 novel Neuromancer. 


Electronic Arts: the California-based developer, publisher and 
distributor of computer and video games. Founded by Trip Hawkins 
in 1982, Electronic Arts has grown into a multi-billion dollar company 
that publishes games including Madden NFL, Medal of Honor and 

The Sims Online. 


Entropia Universe: Advertised as ‘the first virtual universe with 
a real cash economy’, the development of Entropia Universe by the 
Swedish company Mindark began in 1995. Launched publicly in 
2003, its participants play the role of colonists of the planet Calypso’s 
two continents, Eudoria and Amethera. They are pitted against 
dangerous creatures while attempting to exploit the planet’s mineral 
wealth. Its currency, the Project Entropia dollar (PED), is fixed at 10 


PEDs to the US dollar, and players may convert their funds into real 
currency at any point (for example, by withdrawing funds in dollars 
at ATMs using their Entropia Universe cash card). 


EVE Online: developed by Iceland’s CCP Games and first published 
in 2003 by Simon & Schuster Interactive, EVE Online is a multiplayer 
game in which participants pilot and battle customized spaceships 
in a vast sci-fi universe. Until 2006, it was unusual in allowing all 
participants to play simultaneously in the same environment, rather 
than splitting them up between several servers (an MMORPG 
practice known as ‘sharding’). 


EverQuest: a medieval fantasy MMORPG in which players slay 
monsters, undertake quests and win treasure, within a wide variety 
of game zones. Considered a 3D derivative of the MUD games, it 
was developed by Verant Interactive and published by Sony Online 
Entertainment. It attracted hundreds of thousands of players 
following its launch in 1999, but the game’s addictive qualities led 
to its being labelled 'Evercrack' by its critics. The desire for levels 
and ‘loot’ became so strong that a thriving real-world trade emerged 
for virtual items. The scale of this trade captured the interest of 
economist Edward Castronova, who calculated that if Norrath - 
the games virtual setting — were a real country, it would rank as 
the 77th wealthiest nation on earth. Its sequel, EverQuest II, was 
launched in 2004. 


Fan Faire: real-world gathering of game players. Originally 
informal, some have developed into large, company-sponsored 
events. The first Ultima Online Fan Faire in Austin, Texas, in 
2000, and EverQuest Fan Faires held in Chicago and Las Vegas, 
drew hundreds of players for weekends of games, costume 
contests and parties. 


Final Fantasy: widely distributed multi-platform game series 

and franchise produced by Tokyo-based Square Enix. First launched 
in 1987, 68 million games were sold up to May 2006. Final Fantasy 
XI: Online (or simply Final Fantasy Online), the series MMORPG 
featuring its familiar mythical characters and tasks, was launched 
in Japan in 2002. By 2007 it was operating on 32 different servers. 
Playable from multiple perspectives, Final Fantasy Online allows 
players to select a range of character attributes (including race and 
gender) for their avatars. 


Forterra: Founded in 1998, Forterra designs and builds simulated 
environments to train soldiers, medical personnel and emergency 
response teams. Clients include RDECOM (the US Army’s Research 
Development and Engineering Command), for whom Forterra trains 
soldiers in counter-terrorism and asymmetric warfare. Forterra's 
OLIVE (On-Line Interactive Virtual Environment) technology 
platform has been used to create diverse environments, from field 
operating theatres to military checkpoints in Baghdad. 


Game Card: Rather than charge a monthly subscription fee for 
online games, many Chinese game companies sell prepaid game 


cards. Players must input the access codes from the cards into the 
account’s page to access the game. 


Gold Farming: the acquisition of valuable items within MMORPGs 
by third parties acting on behalf of players, usually by repeatedly 
fulfilling a task to gain advantage within a particular game's 
mechanics. Typically, gold farms operate in low-wage countries, 
sometimes with hundreds of employees, selling virtual items and 
currency to players who lack the time or expertise to acquire them 
themselves. The practice is viewed by many within the multiplayer 
game community as an unfair violation of gaming principles, and as 
the cause of price increases (known as ‘Mudflation’), but is defended 
by others as a legitimate element of game economics. Some game 
publishers fight the practice by banning accounts suspected of gold 
farming, but the logistics of policing hundreds of thousands of user 
accounts has led others to give up. 


Guild: group of mutiplayer game participants who act together, 
cooperating on particular game projects and defending members 
or guild values against opponents. Guilds may be of any size, 

from small groups of friends to 1,000-plus member organizations. 
Guild rules usually define and regulate member behaviour, with 
non-conforming members forced to leave. Guilds, or ‘clans’, have 
been part of the gaming world since multiplayer games began. 


Guild Wars: Created by ArenaNet, a subsidiary of the Korean game 
publisher NCsoft, Guild Wars is a fantasy-based MMORPG - the 
first in a series that includes Guild Wars Factions and Guild Wars 
Nightfall. With many cooperative rather than competitive features, 
the series uses the idea of the guild as a key structural element 
within its games. 


Hero's Journey: an MMORPG in development by Virginia-based 
games lab Simutronics and scheduled (at the time of publication) 
for launch during 2007. The key feature promoted is its particularly 
dynamic environment - with 'every single piece of terra firma, 
every object, every single thing you see' subject to the actions of 

its players. 


Horde: the coalition of orcs, tauren, undead and trolls, pitched 


against the Alliance, within the game World of Warcraft. 


Instance: a copy of a particular area within an MMORPG 
(typically, a dungeon), generated automatically for each new 
group of players that enters it, allowing different groups to play 
simultaneously within the same zone without overcrowding 

or interference. 


The Legend of Mir: a fantasy-based MMORPG developed by the 
Korean games lab Wemade Entertainment, and operated by different 
companies in Korea, China, Taiwan and Europe. It is cited as having 
been the most popular MMORPG in China during 2002 and 2003, 
attracting millions of subscribers, with as many as 250,000 players 
logged on simultaneously at peak times. 


Level: the indicator of a game player's skill and experience, attained 
by achieving specific goals or winning rewards. ‘Level’ is also used 
as a verb, to refer to the process of advancing between the levels of 
a particular game (hence ‘levelling up’). To ‘power level’ is to improve 
a game character's level faster than the game rules intend. Most 
games have mechanisms in place to prevent power levelling, but 
professional power levelling services thrive nonetheless. 


Linden Dollar: see Second Life. 
Linden Lab: see Second Life. 


Lineage: fantasy-based 2D MMORPG released in 1998 by the 
Korean computer game developer NCsoft, from the designer of The 
Kingdom of the Winds (another MMORPG), Jake Song. At the peak of 
its popularity, it attracted 4 million subscribers within Korea alone, 
remaining popular after the launch of its sophisticated sequel, 
Lineage II: The Chaotic Chronicle. 


Massively Multiplayer Online World Championships: First 
held in 2006, initial rounds of this contest were held at Club Neverdie, 
within the virtual world Entropia Universe, reaching a finale on 

15 December 2006, in Miami Beach, where the Swedish gamer 
‘Skalman’ beat ‘Neomaven’ of the USA in a 90-minute showdown. 


Meat-Shield: see Tank. 


Mecha: Japanese science-fiction animation featuring super robots, 
such as the Mobile Suit Gundam and Neon Genesis Evangelion series. 


Metaverse: a term for virtual reality coined by Neal Stephenson 
in his novel Snow Crash (1992). 


MMORPG: acronym for ‘massively multiplayer online role-playing 
game’, the subgenre of computer role-playing games in which a large 
number of participants interact with each other within a virtual 
environment online. The term derives from designer Trip Hawkins’ 
use of ‘massively multiplayer’, in 1996, to explain graphical 
multiplayer games to the press, although the MMORPGs have their 
origins in the MUD series, dating from the 1970s. ‘MMO’ or MMOG’ 
is used to refer to massively multiplayer online games that do not 
involve role-playing. 


MOB: short for ‘mobile object’, MOB refers to a non-playing character 
(for example a monster) within a game, to be targeted or killed by 
the game player. 


MUD: acronym for ‘Multi-User Dungeon’, or ‘Dimension’, referring 
to the first non-graphical (text only) online worlds. Work on the 
first MUD - MUDI - began in late 1978, led by Roy Trubshaw and 
Richard Bartle at Essex University, England. Successive MUDs 
became progressively more sophisticated, including AberMud (so called 
because it was developed at the University of Wales, Aberystwyth), 
and DikuMUD (created at the Department of Computer Science at 


the University of Copenhagen, Denmark), The MUD virtual worlds 
are the pre-graphical ancestors of MMORPGs. 


Munchkin: a term used within the gaming world to deride gamers 
aiming to ‘win’ non-competitive games. It is also the name of a card 
game, devised by American game designer Steve Jackson, that 
parodies competitive role-playing. 

PC Bang: the name for an internet cafe in Korea, geared toward 
online game players, from the word ‘bang’ in Korean, meaning ‘room’. 


South Korea has over 20,000 PC bangs. 


Power Level: see Level. 


Prims: abbreviation of ‘geometric primitives’, the versatile building 
blocks of all objects within Second Life. 


QQ: Tencent QQ, more often referred to simply as ‘QQ’, is China's 
highly popular instant messaging service. As well as messaging, QQ 
offers its customers chatrooms, file transfers, cellphone ringtones, etc. 


Ragnarok Online: an MMORPG created by Gravity Corp. of Korea, 
first released in 2002, and based on the Norse mythology of the 
Korean manhwa comic Ragnarok by Lee Myung-Jin. Players battle 
against monsters and, when formed into guilds during the weekly 
War of Emperium, against each other. 


Second Life: a 3D virtual world, launched by San Francisco-based 
Linden Lab in 2003 and based on their network of servers known 
collectively as ‘the grid’. Unlike other MMORPGs (Second Life is more 
virtual world than game), its constituent parts are built and owned by 
its ‘residents’ — people buying, selling and trading virtual goods and 
services with each other, and otherwise participating in its community 
life. A Second Life client program provides residents with tools to 
view and modify the Second Life world, including their own avatars, 
and to participate in its virtual economy. The economy operates as 

a free market, with its currency, the Linden dollar, exchangeable 

for US dollars at Second Life's currency exchange, LindeX (at the rate 
of approximately 250 Linden dollars to one US dollar). In December 
2006, 52.5 million square metres of virtual real estate within 
Second Life were sold for an average of 9.8 Linden dollars per metre. 


Shouting: calling to multiple players, usually in text, within a virtual 
world. Most MMORPGs have chat channels that allow players to 
communicate with one another. While some restrict communication 
to the immediate vicinity of a player's avatar, others allow players 

to 'shout' to different parts of the virtual world or to larger groups 
of players simultaneously. 


Soft-type: an on-screen virtual keyboard controlled by a mouse 
or a trackball. 


Star Wars Galaxies: an MMORPG developed by Sony Online 
Entertainment and published by LucasArts. The original game, 


entitled Star Wars Galaxies: An Empire Divided, was first released in 
the USA in 2003. The series’ game world comprises different planets 
through which players navigate with customized avatars based 

on particular species and professions (bounty hunter, commando, 
trader, etc.), primarily derived from characters and places featured 
within the Star Wars films. 


Tank: a character player with a higher armour rating than others, 
who is able to preoccupy an aggressor while allowing other players 
to perform some other task uninterrupted. To ‘tank’, or ‘tanking’, 
is also used to refer to this role. Tanks are also jokingly referred to 
as ‘meat-shields’. 


Tell: a private message delivered to another game player, as distinct 
from a message delivered in an open chat channel. 


The Sims Online: a massively multiplayer variation of the highly 
popular computer game The Sims, published by Electronic Arts and 
released in 2002. As with the original series, players can select from 
a wide variety of looks and outfits for their Sims avatar, including 
bears, robots and other characters not found in the original game. 


Ultima Online: Released in 1997 by Origin Systems, based in 
Austin, Texas, Ultima Online was the first mass-market MMORPG 
experiment, whose success, both in terms of popularity and 
technical complexity, was key to the development of the genre. The 
first MMORPG to reach a subscriber base of 100,000 gamers, this 
fantasy-based game involves player-versus-player combat within 
a sophisticated social structure and game economy. 


World of Warcraft: a highly successful MMORPG, part of California- 
based Blizzard Entertainment's Warcraft franchise launched in 
1994. World of Warcraft reached a subscriber base of 8 million players 
in January 2007, with more than 2 million players in the USA 

and 3.5 million in China. Its gameplay involves exploring, fighting 
monsters, performing quests and duelling with other players in 

a fantasy-based virtual world. 


WWII Online: Subtitled and sometimes known as Battleground 
Europe, this massively multiplayer online first-person shooter game 
(CMMOEFPS?) was first launched in 2001, on the 60th anniversary 

of the Normandy landings. Played over a half-scale map of Europe, 
covering 350,000 square kilometres of virtual battlefield, team- 
oriented gamers may command or crew a variety of World War II 
vehicles, or fight as foot soldiers, in real time, playing in the roles 

of British, French or German combatants. The game aims for an 
accurate historical rendition of World War II, except that, for reasons 
of taste, the Nazi Party, the SS and the Gestapo are not represented. 
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Alter Ego 
Huatars and their creators 


Alter Ego explores the personal and social identities being shaped 
in the metaverse at the beginning of the 21st century. Portraits of 
online gamers and virtual-world participants from America, Asia 
and Europe are paired with images of their avatars, with profiles 
of real-world and virtual characters. This book is both an 
entertainment and a serious look at a phenomenon that is shaping ` 
the future of human interaction. With an introduction by Julian 
Dibbell, and interviews and a glossary by Tracy Spaight. 


Robbie Cooper was born in London in 1969. He won an lan Parry 
scholarship in 1992 for his essay on Somalia and his work has 
been widely published in Libération, the Sunday Times magazine, 
Geo, GQ and Esquire. His Alter Ego photographs have been exhibited 
at galleries in London, Amsterdam, Stockholm, Berlin and Paris. 


Julian Dibbell is one of digital culture's leading observers. Author 
of My Tiny Life: Crime and Passion in a Virtual World (1999, described 
as ‘the best book written about the dynamics of online life’), he 
writes regularly for Wired magazine, Feed online, the New York 
Times, Rolling Stone and the Village Voice. 


Tracy Spaight studied History at Santa Clara University and 
Science & Technology Studies at Cornell, before becoming chief 
operating officer at Rapid Reality, an Atlanta-based game studio. 
He is the author of Who Killed Miss Norway?, first published in 
Salon magazine. 


HA 


9781905712021 22 


sB 10/18/2019 12:39-3 


9 "781905 712021 
UKE 20.00 US$ 35.00 


